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Welcome to the second issue of Volume @ of ELECTRONIC ANIMATION 

VELOCITY! This issue reprints the second three issues of ANIMATION 

VELOCITY organized as a ASCII text file. Those of us here with the 

Anime Publications Bureau (APB) and with Fans of Animation in 
South 

Texas (FAST) hope you enjoy this issue. The APB staff (all two of 
us) 

realize that printing a high-quality small press publication like 

ANIMATION VELOCITY with a tiny print run drives the cost well 
above 

what most anime fans can afford to pay, even though we not only 

Operate the zine as a not-for-profit publication, we lose money on 

each issue we print (because we do not charge enough to actually 
cover 

our printing and production costs). We have been producing monthly 


animation fanzines for various animation clubs since 1985, but 
after 

the ninth issue of ANIMATION VELOCITY, we switched to a quarterly 

schedule both to allow the editors/publishers to actually have 
time 

for other non-anime fan projects and to allow the zine to go from 

digest-size to full magazine-size (to better display all the great 
fan 

artwork that we print (and that you lose in the computer text file 

version). 


We have also decided to release each new issue of ANIMATION 
VELOCITY 

in computer text file format about 6 to 8 weeks after the printed 

fanzine version is mailed to subscribers so that we can make all 
the 

information and articles we publish available to more anime fans! 

There will be three Volume Zero issues of ELECTRONIC ANIMATION 

VELOCITY, each reprinting three of the already published monthly 

issues of ANIMATION VELOCITY. This issue reprints material from 
the 

July 1989, the August 1989, and the September 1989 issues of 
ANIMATION 

VELOCITY (except for the Fans of Animation in South Texas club 
news 

and club articles which have not been included). Some new 
information 

(this introduction, the Anime Fandom Information, and the Usage 
Notes) 

have been added for the computer text version. And, as mentioned 

before, all the wonderful fan art printed in the original fanzine 

versions of ANIMATION VELOCITY has had to be omitted. 


ELECTRONIC ANIMATION VELOCITY and the articles it contains are NOT 
in 

the public domain and may NOT be reprinted in any publication 
except 

in strict accordance with our reprint policy (see the "Usage 
Notes" 

article). The Anime Publications Bureau protects the efforts of 
its 

writers from those misguided fen who like to print articles others 

have written to sell at club meetings and cons for a tidy little 

profit (for themselves, their club, a con, or a business, it does 
not 

matter). However, we especially take a dim view of those egoboo 

hungry fans who like to take the work of others and reprint it as 

their own work. We are making a great deal of anime information 

available to you for FREE. Please do not rip us off. Both 
editors 


have been in fandom for many years (longer than many anime fans 
have 

been alive!), know how to use the "fannish grapevine," and will 

eventually hear about what you do with our material that you 
should 

not be doing....probably much sooner than you could imagine! 


We realize that some of the articles in these reprints may not 
contain 
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new information as as this are older issues, but we hope you will 

enjoy our authors' insight into the shows covered anyway. This 
issue 

of EAV also shows the perils of running fanzines. We have two 

articles on Youma (also spelled Yoma, both are "correct"). The 
first 

was written by one of the co-editors from information in material 
that 

was later re-written and submitted as a much more detailed article 
by 

the original author. The second article was printed even though 
an 

article on the same OVAs had appeared just the issue before (both 

articles are in this reprint issue) because when you aren't paying 

your authors you cannot turn down good material just because a 
much 

shorter summary of ther OVAs in question had already appeared —- 
or 

you'd lose an author. We know that some of you will not like the 
mix 

of articles that appear in this publication. We can only print 
what we 

receive. If you want to see articles on your favorite series or 

feature, you need to see that we get a nicely-written article on 
that 

series or feature. If you cannot write such an article, you need 


to 

try to talk someone who can into writing and submitting such an 

article for publication. We have a nice stable of writers, but 
they 

write articles on things that interest them —- and as the 
subscription 

rate for this publication does not allow any money to pay them for 

their long hours of work, we have no right to tell them to 
translate 

material and write articles on series and features that do not 

interest them! If you would like to write articles for ANIMATION 

VELOCITY (and hence for ELECTRONIC ANIMATION VELOCITY), please see 
the 

Submission guidelines in the "Usage Notes". 


Anyway, enough of this boring nonsense. Enjoy our second issue! 
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If you stop and think about it, the very nature of anime and manga 
fandom is communication. Both animation and manga are forms of 
communication, so in a way you might say that anime fans are part 
of "communication fandom". Then again, when you look at the 
relatively small number of people and anime groups actually in 
regular communication with each other in this fandom, you might 
never guess that anime fandom had anything to do with 
communication. 


Don't get me wrong, a lot of communicating goes on at the local 
level -- between anime fans who are lucky enough to be able to 
attend the meeting of a local anime group. However, little or no 
regular communication goes on between the great majority of local 
groups or between the majority anime fans who do not attend local 
group meetings. Even those local groups that are chapters or 
affiliates of a larger organization seldom communicate with the 
other groups in their organization (and many times can't even be 
bothered to communicate with the parent organization except to 
complain when they are dropped from said organizgwion because no 
one has heard from them in ages). And yes, there are a lot of 
anime 
apas out there. However, there are not a whole lot of different 
people on them. The membership overlap is huge. I would guess that 
the average anime fan who is active in anime apas is on an average 
of three apas! That means you probably have less than 10@ fen 
communicating through apas. Local group newsletters? Yes, they 
exist but they are often consist of nothing more than collections 


of synopses or platforms for the group's officers to speak. As 


many 


can 


are not distributed beyond the local group (where communication is 
already good), they often do little to improve fan communications 
on a broader level. Then there are publications like the EDC's 
Nova, SDF-Fort Worth's SDF-Files, and Animation Velocity -- while 
these three publications reach a very large number of anime fans, 
they are basically a one-way means of communication: from the 
editors and writers to the readers (who very seldom communicate 
back —- letters to the editor are relatively rare considering the 
size of the readership). 


Real Communication Works Wonders 
Many people have wondered how the EDC, FAST, and SDF-Fort Worth 


work "so well" together despite all the fussing and feuding that 
has gone on between these groups in the past and despite the fact 
that these groups have often had relatively major disagreements on 
policy matters. Part of the answer is that these groups agree on 
the basics (no video pirates and that anime fan groups should 


exist 


to do things for their members, not to glorify the egos of their 
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leadership). These three groups have decided that helping each 
other with those basics where and when they can is more important 
fighting about whatever they are not agreeing on at the moment. 
Another part of the answer is that these three groups try to keep 
personalities out of it. What disagreeing they do is over policies 
-—- not over the people who thought up those policies or the people 
involved in carrying them out (even when the various people 
involved are not the biggest fans of each other). But the major 
portion of the answer is very simple, all three groups stay in 
regular and productive communication with each other! 


It helps that the leaders of these groups see each other, however 
briefly, at the July and November Dallas Fantasy Fairs, of course, 


of 


and 


Six 


but they also regularly write each other and even, very 
occasionally, call each other. FAST hears (by letter and/or phone) 
from both the EDC and SDF-Fort Worth more often and in greater 
detail during an average six month period than the general C/FO 
heard from any of its then 3@-plus chapters in both 1986 and 1987 
combined! When the EDC, FAST, and the SDF-Fort Worth do have one 


their (actually fairly rare now) "policy disagreements" the level 
of communication actually goes up as the people involved try to 
clarify and support their various positions and work out some type 
of solution (which at times has been as simple as agreeing that 
they were going to have to disagree). These three very different 
groups manage to work together where they have common interests 


goals because they have taken the time and trouble to really 
communicate with each other! 


Lack of Real Communication Destroys 

A leader of a former C/FO chapter wrote the following in his 
group's newsletter after hearing of the C/FO's demise last summer: 
"Without a central organization serving the fans, it is up to the 
clubs themselves to communicate with each other and let each other 
know of the latest news and what-have-yous." It is a crying shame 
that this leader (and several others who have been espousing 
similar views) did not practice what they now preach when their 
groups were chapters of the C/FO. The old 1986 C/FO chapter 
requirement of a report at least every six months was not meant as 
"bureaucratic busy work", but was designed so that the C/FO could 
act as a central clearing house for this information -- giving the 
chapters a central place to give this information from which it 
would be relayed to the membership and the other chapters —- 
instead of having to send it to every other chapter and member 
themselves. 


Unfortunately, the C/FO never got any real reports from any its 
chapters to distribute. A few chapters would send in one paragraph 
reports stating that they held meetings on such-and-such dates so 
that they could claim they met the requirement of filing a report. 
The great majority, however, never even bothered with that much. 
The C/FO would just get complaints from these chapters (normally 
when their chapter status was revoked because the C/FO leadership 
hadn't heard a word from them in over six months, let alone 
received a report of their activities as the 1986 C/FO bylaws 
required) that having to write a two or three page letter every 


months to let entire general C/FO know of "the latest news and 
what—-have-yous" as a requirement of maintaining chapter status was 
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"too bureaucratic".... 


Is it any wonder that most of the general C/FO leadership got fed 
up with chapters? Just think, with a tiny bit of effort (two or 
three hours a year to write a couple of letters detailing their 
activities) towards regular and meaningful communication on the 
part of the chapters, not only would the "anti-chapter" 
re-organization of 1988 probably never have occurred, but an 


entire 


can 


section of the New C/FO Bulletin could have been devoting to 
"showing off" the activities of the C/FO's chapters —- thereby 
giving the entire C/FO membership (even the majority who could not 
attend chapter meetings) some benefit from the chapters. If the 
"branching universe" interpretation of quantum mechanics is 
correct, this in what happened in at least one universe. It's a 
crying shame that it was not this universe! 


Improving Communication 

All anime fans and all anime fan groups need to make an effort 
towards improving communication between all anime fans and anime 
fan groups. None of us are really devoting as many resources as we 
should to meaningful communication. No one fan or one fan group 


do it alone, but here is an outline of what FAST and the APB plan 
to do. The 1989-1990 FAST Membership Directory and Club Handbook 
Should be out by the November San Antonio FAST meeting. This will 
give FAST members a good start on improving communications between 
FAST members. 


* The anime and manga interests of our membership will be 


listed 


so that those with similar interests can get in touch with each 
other. 

* Those members who like to write letters (and there are a good 
number of them) will be listed as "Correspondents" so that those 
who Like to correspond can identify each other. 

* Detailed instructions on a Regular member can form a FAST 
chapter will be given. (As well as instructions on how to forma 


pal. 


FAST Screening Committee or a FAST Special Interest Group. ) 

* Information will be given on joining FAST's social apa, APA 
Hashin. 

* Information will be given on how to obtain a Japanese pen 


While the publication of a detailed club directory and club 
handbook cannot force FAST members to write letters and start 


local 


in 


to 


groups, it sure can make doing so much easier in FAST than it is 


clubs that lack such a publication. I hope that other major anime 
fan clubs around the country will follow FAST's lead and produce 
such a publication for their membership. 


Still in the realm of intra-group communication, FAST would like 


receive more written input from its members! What is FAST doing 
right (and why is it right)? What is FAST doing wrong (and why do 
you see it as wrong)? What would you like to see FAST do that we 
are not doing (and how could we do it)? While FAST has to do what 
is in the best interest of the majority of its members, the FAST 
officers and the FAST members who attend the San Antonio FAST 
business meetings have to have input from the membership to really 
know what is in the best interest of our members. FAST really need 
to hear from all its members! (I imagine that you can play this 
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paragraph back a couple of times substituting the EDC and SDF-Fort 
Worth for FAST -- all large groups with a membership spread all 
across explored creation have trouble getting enough feedback from 
their members. ) 


In the realm of inter-group communication, both FAST and the APB 
stand ready to (at least) communicate with any other non-profit 
anime group. Additionally, FAST is willing to work with other 
non-profit groups on areas of common interest so long as the other 


make 


the 


group is on record as strongly and officially opposing the 
for-profit sale of unauthorized dubs and the APB is willing to 


its publications available to the membership of any independent, 
non-profit, membership-oriented group that operates on a national 
or international scale and is on record as strongly and officially 
Opposing the for-profit sale of unauthorized dubs! Any group means 
just that -- any group -- regardless of past history or past 
conflicts, none of us hold grudges as they are not only 
counterproductive, but stupid and childish. If your group strongly 
opposes the for-profit sale of unauthorized dubs, both FAST and 


APB are willing to work with your group on areas where we can 


agree 


the 


that we have common interests and goals. Hopefully, other groups 
(in addition to the EDC and SDF-Fort Worth) will follow suit. 


Final Thoughts 
The past is past and cannot be changed (nor its supposed "glories" 
recaptured). It's too late to shape the present, it is becoming 


past even as I type these words. The future, however, is still 
unfixed. Anime fan groups can either learn to communicate and work 
together where our interests and goals happen to coincide and 
thereby mold the future into a better place for all anime fans or 
we can continue to only pretend to communicate; continue to allow 
small-time conflicts, unimportant feuds (or ancient feuds that 
Should have been buried years ago), and personality conflicts to 
prevent all cooperation; continue to waste our time duplicating 
each others' efforts and even working at cross-purposes just for 
selfish glory of one-upmanship and by our own foolish actions be 
doomed to live a future that is —- at best -- no better than the 
present. It all comes down to communication. 


Randall S. Stukey 


P.S. If anyone wants to reprint the above editorial, they are 
welcome to do so —— no need to ask. And no, I'm not really dead. 
You honestly didn't believe Logan's nonsense did you? Why is all 
the cheering in southern California suddenly dying down with this 
revelation???? Sheesh! Wait until November, Logan! (He's trembling 
in his boots [probably with laughter-CUOS], I assure you. ) 


As most of you know, I am a member of several anime apas. 


Something 


that appeared in the trib of a fellow Endless Warriors' member 
sparked this editorial. This person attended this years Worldcon 
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and was giving a report on the level of interest in anime at the 
con. The portion of his report that really caught my attention was 
the following: 


"T also attended a 'party' thrown by a [location deleted-- 
RSS]-based group called [name deleted-RSS]. They were a personable 
group of mostly neo-fen who were very idealistic and had some 
rather grandiose plans to save the world with Japanese animation. 
I recognized the symptoms from the bygone era when I had the same 
attitude. When someone in the group inadvertently mentioned 
Robotech, a collective groan rose from the group. That was my cue 
to leave. When are people going to learn that no one will listen 


to 
their demands for ‘good' English dubbing when the best efforts to 
date are met with nothing but contempt and snobbery? They're doing 
more harm than good to their own cause with an attitude like that. 
Worst of all, two Japanese fans who followed me and my friend 
Gavin 


to the party were completely ignored by the self-absorbed group. 
Too shy to insinuate themselves into the conversation, the two 
gentlemen left quickly." 


Don't get overly smug and think that something like this would 
never happen at an EDC, FAST, or SDF-Fort Worth sponsored party. 
What makes you think it wouldn't when the exact same nonsense goes 
on at FAST meetings in San Antonio? Every time we vote on series 
and it looks like Robotech might have a change to get on the 
schedule, we have a couple of people threaten to stop attending 
meetings if it does! While everyone has a few series they just 
can't stand, we only get threats to quit attending when it looks 
like a show like Galaxy Rangers, Jonny Quest, Robotech, or the 
animated Star Trek has a chance of making the schedule! New 


attendees show up at our meetings all the time, yet few of our 
members can break away from their personal activities long enough 
to make them feel welcome! A few of our members even seem to feel 
that they are being sorely put up to direct these newcomers to an 
officer or other member who is willing to make them feel welcome. 
While FAST is far better than most anime groups I have been 
involved with, there is no cause to be smug as there is still a 
lot 
of room for improvement! 


The real problem is the cliquishness of anime fandom in general. 

Many anime fan clubs are really little more than groups of friends 

who sit around and watch anime, but they like the egoboo of 
calling 

themselves an anime fan club (because it makes them sound 

impressive to others). There would not be a lot wrong with this 

except that many of these so-called fan clubs have little time for 

new members -- especially those who do not readily fit in with the 

core group or those whose favorite series are not liked by the 
core 

group. 


Imagine that you are a person who has just discovered anime fandom 

and that you are attending an anime fan group meeting for the 
first 

time. What would you think of the following groups: 


* A group where you come in, sit down, and watch anime for the 
entire meeting. If you try to ask questions, you are told to be 
quiet, otherwise you are ignored. 
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* A group where you come in, sit down, and watch anime for the 
entire meeting. If you try to ask questions, you are told to be 
quiet, yet you notice a small group of the club leaders and their 
friends who are allowed to jabber up a storm in their section of 


once 


is 


go 


You 


the room. You are otherwise ignored. 


* A group where at least some people seem to be friendly and 
talk to you at first, but you soon notice that you are ignored 


they determine that you do not have anything that you can add to 
their tape collections and/or the features and series you like are 
not the ones they like. 


* A group whose members talk to you, but all they have to say 


bad things about the shows you like. You can even hear them making 
fun of your favorite shows behind your back. When you've put up 
with all you can stand and dare to give your opinions of their 
favorite shows, they either quit talking to you or make rude 
comments about the intelligence of a Thundercats’ fan. 


* A group that spends all its time putting down all other anime 
fan groups and claiming to be the very best that there is —- yet 
they have no real organization, newsletter, or activities (other 
than watching videos, of course). 


I imagine that you would not be very impressed with the group and 
might not return unless you simply did not have any other contact 
with anime fandom. 


As hard as it may be for people who have attended EDC Neo-Dallas, 
FAST, or SDF-Fort Worth (or even UT-Austin's Anime Club) meetings 
to believe, what I have heard from anime fans around the country 
over the past few years shows that situations like those above are 
far more common than situations like ours. 


Fortunately, this is one problem that anyone reading these words 
can help solve. All you have to do is take the time and effort to 
talk to new anime fans who show up at your local anime group 
meetings and to make them feel welcome and wanted by your group. 
The only real effort this may require is biting back your usual 
comments about Robotech and other series and features that do not 
fit your view of what an anime fan ought to like. Every time you 


out of your way to talk to a newcomer at your anime group meetings 
and to make him or her feel welcome and wanted, everybody wins. 


make a new friend, your group stands a better chance of gaining a 
new member, and anime fandom gains one more person on its side 
(instead of one more person who thinks we are all a bunch of 
selfish, self-interested jerks). 


Try it, you might like it! 


Randall S. Stukey, Editor 


Copyright (c) 1989, 1990 by Anime Publications Bureau & Randall 


Stukey 


10 


Electronic Animation Velocity Volume @ Number 2 Page 


This year probably marks the end of the first era of anime fandom. 
For the first time since the fandom began there are several active 
animation fan club operating on an international scale, anime and 
manga are finally moving (slowly, but moving) into the mainstream 
of fandom. The question now becomes, what are we as anime fans 
going to do with our new-found success? We have to seize this 
moment and turn it to our advantage —- or let it pass us by 


because 


we are too disorganized to make a decision and act on that 
decision. 


We start the 90s in a few weeks, we need to decide now where we 
want to be ten years from now and start working together towards 
getting there. Anime fandom spent the 80s involved in its own 
internal problems and apathy. I hear anime fans complain that 


there 


fan 


are no animation conventions, that there are no anime fanzines 
(there are -- and have been —- but they just are not well-known), 
and that there are no anime fans in their area. These complaints 
are much different than those I heard when I first got involved in 
anime fandom in 1985. The complaints then were that the various 


clubs of that time were poorly organized and not doing anything 
for 
most of their members, that it was impossible to get copies of 
animation without paying some pirate or already having a lot of 
material to trade, and that you had to live near an anime club to 
get anything out of it. With the reorganization of the EDC and the 
appearance of SDF-Fort Worth and FAST on the scene, most of these 
problems are not nearly so common as they once were. Some of us 
determined to solve them and through a lot of sweat and hard work, 
did solve them. 


The complaints I hear today can be solved over the coming years as 
well -- if more people get involved and put their hard work and 
Sweat into anime fandom! When you make your New Year's resolution 
this year, resolve to take a more active role in anime fandom. 
There are many things that you can do. Start a FAST or EDC chapter 
in your local area (or a FAST Screening Committee). Start a FAST 
Special Interest Group. Write articles for Animation Velocity, 
Nova, and/or the SDF-Files. Translate movie/OVA scripts so more 
material can be subtitled by the Texas Subtitlers and their 
friends 
around the country. Help run anime video rooms at your local cons. 
Recruit more members for the EDC, FAST, and SDF-Fort Worth (in 
numbers there is strength). Buy a second VCR and help put the 
for-profit pirates out of business by making copies for your 
fellow 
anime fen. Set up anime/manga SIGs on local computer BBSs. If 
nothing else, write letters of comment on what others do and let 
them know that their efforts are appreciated -—- or what they are 
doing wrong if their efforts aren't appreciated. Marry another 
anime fan and raise a hoard of anime fan children. But don't just 
sit and watch anime, do something!! As Derek Wakefield used to 
say, 
"GIT MAD!" --— Get Involved Today, Make Apathy Disappear! Without 
you and your personal involvement and efforts, anime fandom will 
go 
never go anyehere. Resolve to "GIT MAD" today! 
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Randall Stukey, Editor 


P.S. This editorial is dedicated to those who say I can't write a 


short editorial! Remember this one as normally they are right, I 
Can Uses 
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== Humor: Anime Fandom Style == 
== Randall Stukey: 1957-1989 == 
== by Logan Darklighter, EDC Chief of Operations == 
== reprinted from Whispers of Iscandar #12 == 


[This article was originally printed as part of Logan's EDC 
Operations 

Report in the EDC's WHISPERS OF ISCANDAR #12. I reprinted it in 
the 

October 1989 AV (complete with a huge silly illo by Steve Krueger 
of a 

dead Randall (crosses for eyes, tongue hanging out, clutching a 
rose 

and a videotape) on top of a grave. The tombstome in the drawing 
read 


"R.I.P “Because Anime Fandom is more than Just Fun!'" and the 
caption 

read "Buried without his beanie, the ground rejected him." This 
illo 


(along with the obvious fact that AVs had continued to come out 
after 
my death, something that would not happen if I had truly died) was 


to 

insure that everyone released the whole thing was a joke —- just 
as 

this paragraph has been added to ELECTRONIC ANIMATION VELOCITY to 

insure that everyone reading it realizes that this was a joke. 
Except 

in one case (see the Letters Column later this issue), it 

worked. The story continues in the latest WHISPERS OF ISCANDAR 
with 

my "officer's report" from a very warm place.--RSS, June 1990] 


It is the sad duty of this office that I must inform you of the 
death of Randall Stukey. 


Randall passed away late the night of July 23rd. He was forever 
testing out new printing techniques for Animation Velocity, and 
this was eventually to cause his demise. He was working late that 
night on his Gutenberg-O-Matic, when the elephants who were 
stomping the plates caught sight of some drawings by Shon Howell 
of 
anthropomorphic mice in the latest Lemon APA that he normally kept 
off site (to avoid just such an incident). In the ensuing 
stampede, 
one elephant brushed a column of SDF-Files #1 that was supporting 
one corner of the shelving unit Randall used to store blank paper. 
In leaping back to avoid the cascade of twenty-pound bond, Randall 
disturbed the trained anteater he keeps to ink the borders in his 
Zines. As you know, artists are very temperamental. 


Winding up and letting fly, the anteater's talented tongue snapped 
a pen straight at Randall's head! He ducked, and slipped on a 
bottle of Liquid Paper, landing just within reach of the octopus 
(only the best ink for Randall). The pen buried itself nib-deep in 
the wall. The elephants, with no straight line to stampede, rushed 
in tight circles around the room on a course that would carry them 
right over Randall. The anteater was weighing another pen on its 
tongue. The paper avalanche had knocked over a bookcase, which 
looked ready to dump its contents —- the ten volumes of the C/FO 


Constitution (each weighing 2@ pounds a piece) -- right on top of 
Randall's head. The octopus reached for him. What else could he 
do?! 

He died. 


It is with great regret (and not a little snickering at the cause 
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of his death -- a paper cut) that we must announce the passing of 
Randall Stukey, dead at the age of thirtysomething. He is survived 
by his two elephants, Homer and Jethro; his anteater, Lefty; and 
his zine, Animation Velocity, whose future editors hopefully will 
have the good sense not to use elephants in the production phase. 


[Silly behavior such as this cannot be tolerated on the APB staff, 
even if the silliness only occurred in someone's imagination. 
Therefore, the elephants involved in this disaster have been 


sacked 


as 


(and will be deported as illegal aliens; it turns out that their 
green cards were forgeries, authorized by some person known only 


Logan). Wooly Mammoths have been hired to replace them. (Lord 
Brian-O lobbied for jackals, but they did not fit the job 
description.) One of Randall's clones was activated after his 
unfortunate demise and APB business has gone on as if nothing had 
happened. One unusual thing, Randall's body disappeared from the 
morgue before an autopsy could be performed. The perpetrators of 
this foul deed have not been found and the drunken guard's story 


something about a cloven hooved and horned gentleman making off 
with him in a burst of sulphurous flame while muttering "At last, 
someone who can rewrite the constitution of hell!" —- has not been 
at all helpful. If you should happen to locate his body, please 
notify the APB Special Branch.-—-CPAS] 
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== Whistle Stop: Animation == 
== (Letters to the Editor) == 


This letter column is a place for you to voice your opinions on 
this publication and animation and manga in general. This is the 
place to defend Viz's treatment of Justy or to pommel the editor 
for daring to include material on American animation. Letters on 
the fandom itself should be sent to Fandom Forum instead! Address 
those cards and letters to: 

Whistle Stop: Animation 

c/o Randall S. Stukey 


AE 


as 


to 


4122 Tallulah 
San Antonio, TX 78218-3452 


Dear Randall: 

Our first reaction to the headline "Randall Stukey: 1957-1989" on 
what is normally the editorial column of Animation Velocity was 
shock -—- we thought we'd lost another friend, as so many have 
passed away this year already. Our shock was just beginning to 
abate when we reached the end of the first paragraph and began 
reading the second. It was only then that we noticed the cartoon 


wildly inappropriate, even here -—- and became angry enough to 
consider murdering you ourselves. 


Note, please, that we are not angry with Logan Darklighter for 
writing the piece and, had we seen it in Whispers of Iscandar or 
some other venue, might have objected to it only for its being in 
incredibly bad taste. We are furious with you, however, for 
perpetrating this hoax in such a way as to lend credence to it — 
one expects an obituary for an editor in place of his editorial. 


was bad enough you showed such thoughtlessness in running this 
schlock piece in the first place, but to compound it by placing it 
where it would have the greatest shock -—- and, by extension, its 
greatest joke -—- value is almost criminally irresponsible. 


You may think people will dance at your funeral and chuckle to 
yourself about how little you'll care to your heart's content, so 
long as you do so in a straightforward and responsible manner. But 
to assume that your demise has nothing but joke value and use it 


such, with no consideration for those who might truly feel a sense 
of loss with all its attendant shock and sadness, shows a lack of 
feeling on your part that makes you worthy of the scorn you seem 


feel is already your due. 
I doubt that either of us will feel, upon reading the news of the 


real thing, the same wrenching jolt we did when we read that 
headline. It'll be old news, you see -—- we've been there already 
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and will see no compelling reason for a return visit. If you 
wanted 

to insure that no one would mourn your passing, you've found an 

excellent method: two or three more such "false alarms" should 

guarantee that no one will hear when the boy cries "Wolf!" 


We are extremely disappointed in you, Randall. This is not why we 
joined FAST nor what we expect from Animation Velocity. A 
newsletter is a forum for club business and, while levity has its 
place, it is not your personal soapbox or exhibition hall. 


I am seriously considering terminating my association with FAST 
and 

my participation in APA-Hashin II. I'm taking a "wait-—and-see" 

attitude in that regard, but you should Know that you're on 

probation —- I'm halfway out the door right now. 


Moving on to more pleasant topics.... 


I'm doing an article comparing the mecha in BattleTech with those 
of its forebears Dougram, Macross, and Crusher Joe. I've got the 
"mech's specs" I need, but I'm lacking background information on 
Dougram —- all I know is that a guy named Crinn Cashim leads a 
rebellion against the Earth Federation Government on the colonial 
planet Deloyer and everybody gets killed. Any info you could get 
moving in my direction on the story and characters would be very 
much appreciated. 


It might even stop us from wishing that obit had been real. 
Dafydd Neal Dyar 

40-A Cecil Lane 

Montgomery, AL 36109-2872 


[I'm really sorry that you and Allyson could not take a joke —- AV 

is, after all, a fanzine. Perhaps now the readers will understand 

why there is so little humor in this publication: if we make fun 
of 

an anime series or feature, we not only get those who think the 

series/feature in question is so great that it is beyond such 


humor 


get 


to 


me 


mad at us, but many readers —- who are unfamiliar with the 
series/feature and therefore cannot even understand the joke —- 


mad at us for wasting space in the zine. If we poke fun at anime 
fandom (something easy to do and easy for almost every anime fan 


understand), too many thin-skinned anime fans get their feelings 
hurt. Now it seems that I cannot even allow fun to be poked that 


in this publication -- someone is going to get their feelings hurt 
(even though the butt of the joke didn't get his hurt). This last 
is going too far... Sigh, I'm beginning to think it's time to get 
out of anime fandom and go do something much more fun —- swim 
across the North Sea nude in the middle of the worst winter in a 
hundred years, perhaps.... 


In regard to your request for information on Dougram, I'm afraid 
you know more than I do! However, perhaps some of our readers can 
help by sending you any information they might have. —- RSS] 


Animated Ringworld? 


Randall, 
First off, thank you for printing the FAST tape trading rules. I 
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had been waiting for this, to see if there were any changes since 
the demise of the C/FO. Two tapes are already on their way. 


Next, two pieces of good news. First, the feature-length version 


The Wizard of Speed and Time will be on sale in video stores in 
December. It is being distributed by Shapiro Glickenhaus 
Entertainment. ALl animation buffs should prepare to buy this one 
as soon as it comes out. 


The other item is more of a possibility than anything firm. Have 
you ever noticed the use of gadgets and terminology from the 


"Known 


Universe" of Larry Niven in the Galaxy Rangers series? I asked 
Niven about that at a convention this summer, and he told me that 
the producer of the series also owns the film rights to Ringworld! 
Is there a Ringworld animated feature in our future? We can hope. 


R.E. Smith 


730 Cline Str. 
Frankfort, KY 40601 


[Thanks for the information! I'm glad you found the library 


listing 


useful, but it is just getting too long. It's going to have to 


find 


a new home. Animation Velocity just cannot hold it any longer!-—- 
RSS] 


Special Issues 


Dear Randall, 

I read AV#4. I thought the obituary was humorous. But I wanted to 
tell you I like the idea of special issues. I can understand using 
Harlock and Lensman because of the comic series. But 1989 is a 
special year for anime. 


In 1969 Golgo 13 made his first appearance in Big Comic. While 


1989 


to 


in 


is the tenth anniversary of Star Blazers, it is the fifteenth 
anniversary of Yamato. 


But 1979 is an interesting year in itself. Space Pirate Captain 
Harlock was finishing its run on TV. Mobile Suit Gundam started a 
phenomena that continues ten years later. In 1979 the Dirty Pair 
made their first appearance (though this was literary rather than 
anime). 

Hopefully this gives you some ideas. It might be a helpful to 
publish submissions rules so readers can be sure on what to write. 
Thanks for listening, 


Jeff Robbins 

Williams Hall #76 

Muncie, IN 47306-1074 

[I'm glad you like the idea of special issues, but I do not want 


do more than two per year because readers who are not interested 


the topic of a special issue tend to find those issues boring. 


Submission rules were printed in the 1989-1990 FAST Handbook and a 

photocopy of the very fine print therein may be had for 25 cents 

and a SASE. Animation Velocity tends to leave the detailed 
coverage 

of mecha shows and the "babes in battlesuits" shows to Animag as 
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that seems to be all they are interested in covering in any 
detail. 

AV concentrates its attention on the series and features that are 

somewhat popular outside the west coast, which Animag, for some 

reason unfathomable to your editor, chooses to -- for the most 
part 

-- ignore.--RSS] 


Five Star Stories Recommended 


Dear Randall, 

Well, I've not been too good at communication lately, but your 
editorial got me to the old keyboard. A few comments and a few 
drawings hopefully will be of some use. 


In the October issue of Animation Velocity my favorite section was 
the Yoma synopsis. Yoma is one of the better OAVs to come out 
lately -- nice art, good music and some nasty monsters. 


Nei Mo Han's art has become a favorite of mine. The Z Gundam 
picture on page seven was especially nice. Alan Nepomuceno's Ranma 
1/2 picture was also quite appealing. 


I am neither a Harlock or Lensman fan, but I do not begrudge the 
rest of the readership the opportunity to learn more of these 
items. I don't care for Yamato either, but I still felt that the 
issue devoted to it was valuable, and even entertaining despite my 
prejudices. 


As far as some of the newer anime available, I feel that Five Star 


said 


both 


Stories is the best movie I've seen for the year. I never followed 
the manga, and therefore was not enthused when all of the hoopla 
for the movie started. After seeing the art, animation, and 
learning how the story goes, I have watched it more times than I 
can count. It definitely is not a show for someone unwilling to 
concentrate on the story, but for someone with patience and an eye 
for artistic presentation, I cannot recommend it enough. 


That's about it for now. Take care. 
Sincerely, 


Lee Dunning 
15457 N. 38th Way 
Phoenix, AZ 85032 


[AV never gets enough of either comments or artwork! As I have 


before, all APB publications are non-profit and no one working on 
them makes a penny for their efforts... therefore we live for 
letters of comment. While both Pat and I like Yoma, I think we 


like an OAV series entitled Shinshu Sudama Hen better. We hope to 
have an article on it sometime next year. Thanks for commenting on 
Nei Mo Han and Alan's artwork, artists need egoboo too.-—-RSS] 
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Dear Randall, 

So far, I've enjoyed Animation Velocity. There's been an 
interesting mix of pieces, some good and some bad. Your editorials 
and editorial style have been a particular source of enjoyment. 


However, I felt that I should reply to your off-hand remark about 
Animag's content concentrating on mecha and "babes in 
battle-armor". I read Animag (in fact, I subscribe), and I've 


found 


it to be just as informative and entertaining as AV. In their 


eight 


The 


its 


may 


an 


issues so far, they have had major pieces on animation as diverse 
as Akira, Five Star Stories, My Youth in Arcadia, and Dominion. 


very first issue, in fact, had a synopsis for Laputa (which is 
about as far as you can get from mecha or "babies in 
battle-armor"). Additionally, they have printed interviews with 
Leije Matsumoto and voice actress Maria Kawamura. There have been 
articles on animation soundtracks, and columns have recently begun 
on manga and animation models/modeling. 


And yes, they do print pieces on mecha and "babes". However, there 
are a few reasons for this; 


1) There are a lot of these shows. Gundam, Dangaioh, Samurai 
Troopers, Iczer 1, Bubble Gum Crisis, Dirty Pair, etc., etc., etc. 


2) These shows are popular. Look at the interest listings in the 
club directory or the video schedules for San Antonio and Austin. 


3) Animag is a professional, for profit magazine. As such, they 
have to appeal and attend to the interests of fans. 


So, there are reasons why the magazine is the way it is. AV has 


way of operating and Animag has its way. But the very diversity is 
an advantage to anime fandom. The more points of view expressed, 
the more discussion and spreading of animation that will take 
place. 


On a different note, the column on manga in AV is nice. Readers 
be interested to know, however, that Eclipse Comics is releasing 


English version of Dominion as a six-part series this winter. Fans 
should be able to pick it up (or order it) at their local comic 
shop. 

Keep up the good work. 


Sincerely, 

David M. Langley 

B-Div USS Stein 

FPO San Francisco 96678-1425 


P.S. I thought "The Death of Randall Stukey" was funny. Silly, but 


funny. 


[My comment on Animag was meant as advice to people wishing to 
Submit material to this publication -—- as I see little reason to 
duplicate Animag's coverage. Animag, for whatever reason, has 
elected to all but ignore many series. I believe the reason to be 
that these series are not popular on the West Coast. I have two 
major reasons for this belief: First, an Animag staffer replied to 
a suggestion over a year ago that Animag should do an article on 
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Saint Seiya -—- which is very popular in most of the US, except the 


on 


west coast -- by saying that he did not know anybody in the Bay 
area who liked it! Second, most of Animag's print run is sold on 
the West Coast. (I got in issues of number 8 here in San Antonio 
and did not sell one —- everyone thought they were over-priced for 
what they covered; you should have heard the reaction when I 
mentioned number #9's price was to be $4.95.) While you list the 
non-mecha, non—-"babes—in-battlearmor" material Animag has covered, 
I notice that you did not do a comparison of the number of pages 
they have devoted to the two different types of anime. Mecha and 
"Babes" not only get more articles, they get much longer articles! 


I think Animag has become a good (but over-priced) magazine since 
Trish took over as editor, I just think it needs to try harder to 
cover what all American anime fans like instead of concentrating 


what the folks on the west coast like and (apparently) simply 
assuming that what the west coast likes is just as well liked by 
everyone else in the country. Also, Animag would get more 
Submissions if they quit demanding all rights to an article when 
they are paying below what other magazines (that only require 
writing, not translating, abilities) pay for first North American 
serial rights. Most authors I know will not even consider 
submitting an article on their terms. The only thing I really do 
not like about Animag (other than the its article mix) is Trish's 
"don't take a position" editorial style. I come from the John 


Campbell school of editing and I believe that editorials should 
spark discussion and even controversy, not be pablum designed to 
insure that no one has to think or get upset!-—-RSS] 
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== Synopses of Yoma 1 and 2 == 


kept 


his 


the 


== by Patricia Munson-Siter == 
== from material by Alara Rodgers == 


The time is the Civil War era of Japanese history during the third 
year of Tensho (1576). Shingen Muda, head of the Muda Ninja clan, 
has been assassinated. In his will, he asked that his death be 


secret for three years. At the same time, a member of his ninja 
clan, Marrow (whose name means "demon wolf"), vanished. Fearing 
that Shingen's death might be leaked, Marrow's comrade Hikage (his 
name means "Scarlet shadow") is ordered to locate and eliminate 


friend. 


During his search, he meets an old Buddhist monk who tells him of 
a strange village nearby where people come to cast away their 
lives. Going to investigate, he meets a girl, Aya ("mysterious, 
bewitching), who kindly takes him to her house. 


One night Hikage sees Aya head into the mountains and follows her, 
and rescues her from a huge spider that tries to eat her. These 
monstrous apparitions are the reason for the evil atmosphere of 


area. To insure Aya's safety, Hikage follows the huge spider, and 
discovers that it is actually the old monk. In order for the demon 
king Kikuga Nomiko to be born the spider has been presenting the 
people of the village to the demon-spawn as food. When Hikage 


kills 


the spider, the spell that has been preventing the people of the 
village from taking their own lives is dispelled, and most of them 
kill themselves. Including Aya... 


One of the women Hikage met in the village, Ito (thread, silk, 
spider thread) is revealed to be another demon, and Hikage must 
kill her as well. Behind her he sees the giant cocoon the demons 
were protecting. When he cuts open the cocoon he sees Marrow 


there, 


that 


still eating the food that has been presented to him. It seems 


Marrow is actually the human form that Kikuga Nomiko has 


manifested 


in. Before Hikage can decide what to do, Marrow vanishes. 

Hikage discovers what has happened to Aya and the villagers, and 
dedicates himself to hunting down and destroying the monster in 
human form that was once his best friend... 


Yoma II: Marrow's Evil Fang 


Kazami Hyakagoku is instructed by the new leader of the Muda 
Ninja, 

Shoshi Muda, to order Hikage to abandon his hunt for Marrow. But 

Hikage could not stop his hunt, only too aware of what Marrow has 

become. 


Hikage, on his own now, has paused near Kunoichi, where he meets 
the ninja girl Aya (yes, the same name as his "girlfriend" in the 
first volume. One of the articles in Anime V claims they are the 
same girl, but as the character design is completely different —- 
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and the new Aya has no giant birthmark on her face -—- I don't 
think 

they're the same girl), who has had a disagreement with her 

partners. Hikage finds himself drawn into the battle, but before 
it 

is completed they are interrupted by the arrival of a demon sea 

horse —— Majumi Nomiko, sea demon king. He makes the announcement 

that he has come to seek Kikuga Nomiko — and that when he and the 

land demon king meet, all of the Yoma (demons/ghosts) will be 

reborn. Hikage damages the sea demon, but does not succeed in 

killing it. 


Fascinated by Hikage, Aya follows him. She is stunned when Hikage 
leads her to the village where the first Aya had lived. Both are 
shocked to discover that the village is haunted by the ghosts of 
the many people who once lived there -—- and Hikage recognizes one 
of them (she looks back at him as she walks down the street) as 
Kotone, Marrow's fiance -—- whom Marrow had accidentally killed. 
The 
next day Aya is separated from Hikage, and meets Kotone again. 
Kotone tells her that she still loves Marrow, and fears for the 
fate of her mortal lover, trapped by the evil spirit of Kikuga 
Nomiko. Meanwhile, Hikage is in battle with several demons, and 


one 
of them reaches out and captures the two women. (Being magic 
itself, it can imprison Kotone's spirit.) Hikage finally manages 
to 
fight free and save Aya, but Kotone's spirit disappears. 
Kazami is forced to seek Hikage's life, and in the battle that 
results deliberately lets Hikage kill him. Hikage is further upset 
by this death, and heads for Nagashino, where Kazami told him 
there 
were sign of Yoma. There he meets Marrow, who has been waiting for 
him. Marrow invites him to join him in his world, and nearly kills 
Hikage —- only the arrival of Aya breaks the spell. At this point 
Marrow turns into Kikuga Nomiko. Majumi Nomiko also arrives, and 
Aya tries unsuccessfully to stop him from joining Kikuga Nomiko. A 
terrible battle ensues, but finally Hikage wins. He kills the 
united demon kings —- but this also results in the death of his 
friend Marrow. 


Kotone's spirit arrives and mourns Morrow's death. Elsewhere, Aya 

has dragged Hikage off to safety —- but has been marked by her 

battle with Majumi Nomiko. It is the same mark that the other Aya 

bore; perhaps this is the first Aya reborn? Hikage finally 
realizes 

how important she has become to him, and leaves the village with 

her. On the way, they discover a dead woman and a squalling baby. 

Hikage is uneasy despite Aya's acceptance of the infant, for it 
has 

Marrow's face... 
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== Youma (Magical Demons) == 
== by Alara Rodgers == 


Youma is a pair of horror/fantasy OAVS recently released in Japan. 
The art style is similar to that of Youtouden, as is to some 


degree 


but 


the subject matter--both deal with demons invading the human world 
(ie, Japan) during the Time of the Civil War. There, however, the 
resemblance ends. Youtouden is a tale of comradeship against 
formidable odds, of three brave companions fighting a desperate 


righteous battle. Youma, in contrast, is a tale of betrayal, and 
the shattering of a friendship. 


First Chapter: 
Hikage Makyou Hen (Hikage in the Evil Regions) 


The first chapter, Hikage Makyou Hen, opens in the first year of 
Tensho, or 1574. Civil war has claimed Japan, and battle after 
cruel battle is fought between the kuni, the province/states of 
Japan. Such a battle has recently taken place in the Lands of 
Shingen Takeda, a powerful and much-feared daimyo. Two young 
shinobi (we would translate as ninja—-fighters in the ninja style, 
but they don't wear the characteristic dark costumes of ninja, and 
they are sworn in fealty to a particular lord, instead of being 
mercenaries, aS ninja tended to be) stand on the battlefield, 
looking at the aftermath. One of them, red-haired Marou, looks as 
if he's going to be sick. His friend, Hikage, asks him, "What's 
wrong?" but gets no response. 


That night, Shingen Takeda is assassinated by a demon. In his 


will, 


he decreed that the Knowledge of his death be kept secret for 


three 


his 


years. The head of the shinobi troop commits suicide, shamed by 


failure to protect his lord, and Kazami Hyakugoku succeeds to the 


position. He has observed that Marou has disappeared. In order to 

protect the secret of Shingen's death, Hikage, Marou's best 
friend, 

is sent to find Marou. But when he encounters Marou, his friend, 

eyes wild with madness, flings a shuriken at Hikage's eye. Felled 

by the blow, Hikage can only cry out Marou's name.... 


Hikage, his eye now bandaged, travels through fields and streams. 
At one point, he is attacked by two ninja (the mercenary assassin 
kind), and demonstrates his astounding fighting ability. He kills 
both ninja in the battle for his life, and never learns who sent 
them, or why. Over and over again, as he travels, he remembers 
running with Marou, through a field, as children. 


Eventually he comes to the outskirts of a village. There he meets 
an old monk, who tells him that the village inhabitants are all 
would-be suicides. People come to this place to "throw away their 
lives", and instead continue to live here, happily. As Hikage 
approaches the village through a forest, he hears a woman singing. 
He comes upon the singer as she stands by a lake, and is 
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immediately taken with her. Aya is a beautiful, sweet girl——-her 
beauty marred only by a massive scar covering one cheek. She leads 
him to the village, where she lives. There, an over-—friendly man 
presses some sake upon him. As Hikage drinks it, amid a crowd of 
cheerful villagers, he sees the enigmatic form of Marou. He calls 
to him, but Marou disappears into a building, and when Hikage 
tries 
to follow, the friendly villager pushes him down and makes him 
accept some more sake. 


Ito, a beautiful but somewhat odd-looking village woman, provides 

him with sheets and such, after Aya kindly takes him into her 
home. 

He tries to explain that he is looking for someone. Aya tells him 

that none of the people here remember their past lives. They all 


the 


live peacefully here, without any worries about the past. But 
Hikage does remember. He won't be put off so easily. He tries to 
investigate the building Marou disappeared into that night, but 


sake man sees him and drags him into the tavern. 


The next day he receives a message, to come meet with his 
superiors. Up in the mountains, the men who have come to speak to 
him deliver an upsetting message. It has been decided that Marou's 
disappearance at such a time, and subsequent attack on Hikage, 
points to a guilty conscience. The circumstances of Marou's 


birth-- 


the 


he was found, as an infant, buried, and dug his way out of the 
earth in a rainstorm—-indicate he may be linked to the demons that 
murdered Shingen. The decision has been made to eliminate Marou 
Naku Chi--Marou without a homeland--and it is Hikage's duty to 
carry out this order, despite the fact that he and Marou were like 
brothers.... 


That night, Hikage hears screams. He investigates. Two of the 
Takeda shinobi have been murdered, their entrails ripped out as if 
a wild beast had attacked them. Hikage rescues a third man from 


lake. Half-dead, the man tells him about his attackers, and dies. 
The next day, when Hikage tells Aya what happened, she behaves as 
if he's just told an elaborate joke. They couldn't possibly have 
been killed--everything is peaceful here. Hikage cannot get her to 
believe him. 


As Aya enters her house, she hears the voice of Ito, echoing 
through the house. "Aya-chan. Tonight," the voice says, and Aya 
nods in reply. 


That night, as Hikage is doing his investigating, he hears Aya 
Singing, and somehow knows she's in danger. He runs into the 
mountains, where he cuts through a vast spider web, to find a 


giant 


spider menacing Aya. Hikage attacks the spider, and it retreats, 
leaving Aya behind. He pursues, and encounters the Old Monk. 


Hikage 


ends 


the 


demands an explanation. The old monk tells him that all the 
villagers "are human sacrifices for our king, Kikuga no Miko." He 
then transforms into the giant spider. Hikage battles him, and 


up thrusting a sword into him, paralyzing him. As Hikage prepares 
to deliver the death stroke, the spider/old monk tells him that 


villagers all came here to die. They have continued to live only 
because the monk's sorcery had wiped away their memories. If the 
monk is killed, all the villagers will remember their desire to 


commit suicide, and they will all throw away their lives. But 
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Hikage doesn't believe him. He delivers the death stroke. 


Back in the forest, Aya awakens. As if in a daze, she staggers to 

the lake, where she sees her reflection. She puts her hand to her 

scar, an expression of horror on her face. As Hikage makes his way 
up to the temple, intent on finding and killing Kikuga no Miko 


(the 


We 


name means Prince of the Land Demons), the lake's peace is 
disturbed by a splash.... 


At the entrance to the temple, Hikage sees Ito's sprawled form. He 
runs to her, asking her if she's all right. Drowsily she says, 
"Hikage-san... the old monk's dead, isn't he?" She lifts her 
head, her face transforming into something demonic, as her hair 
shoots out and winds around Hikage. Hikage slices his way free and 
stuns Ito. He continues up the mountain, toward the temple where 
Kikuga no Miko rests. Ito gets up and transforms into a spider, 
assaulting him again to protect her prince. But Hikage kills her, 
too, and heads into the temple. 


Calling Kikuga no Miko's name, he blows up a statue of Buddha. 
Behind it is a cocoon-like sac, that looks like a pulsing brain. 
Hikage slices his way through it--and sees in horror Marou inside. 
Marou, with a human head in his mouth.... Then Marou's face 
contorts in rage, and the floor to the temple begins ripping up. 
It's all Hikage can do to dodge. Eventually the temple blows up. 


see Marou walking down the mountain, a smile on his face. Then he 
vanishes. 


Hikage returns to the place where he left Aya, in the rain, and 
sees something in the water. He pulls her dead body out of the 
water, and his tears mingle with the rain. Later, he sees the 
carnage of the village. Every last man and woman committed 


suicide, 


the 


and their bodies are sprawled everywhere. 


He reports to Kazami, who tells him that apparently Marou had 
nothing to do with Shingen's death. Hikage doesn't need to chase 
Marou anymore. But now Hikage has Aya's death to avenge. He walks 
off, ignoring Kazami. The stage is set for the showdown--either he 
or Marou must die. 


Second Chapter: 
Marou Kyouga Hen (Maro's Evil Fang) 


The second chapter, Marou Kyouga Hen, takes place two years later, 
in Tensho 3, or 1576. The Youma have begun their invasion of the 
human world, with the rebirth of their king, Kikuga no Miko. In 


chaos generated by the general Nobunaga's attempt to unify Japan, 
the Youma wreak havoc. Hikage has been killing them wherever he 
encounters them. He still searches for Marou, but he is much 


colder 


about it--all he cares about is Marou's death. He has become 
nihil--a lone-wolf, amoral type. In fact, when a girl shinobi is 
attacked in front of him, insisting that she hasn't committed the 
crime her compatriots accuse her of (killing their overlord), he 
does nothing to aid--until the shinobi attackers Lump him in with 
her and attack him anyway. Then he defends himself, but it's 
obvious that he's fighting for his sake, not hers. It's the girl 
who leaps to his side, to fight along with him. She helps him and 
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defeats one of the shinobi by wrapping the man in fine but very 
strong wire. When she tugs on it, it rips his skin open. Hikage 
kills another of the shinobi. The last attacks the girl with a 
sword. She crosses swords with him for a short while, but his 
Superior strength overcomes her, and he would have killed her if 
Hikage hadn't blinded him. 


Then the sea opens, and the figure of a white stallion appears, 
the 

sea parted to permit him access to the land. The blinded man 

attacks the air wildly in the horse's path. The girl calls to him, 

to warn him, but it's no good--the horse mows him down, and his 

body disappears beneath the waves. 


Coming onto land, the stallion speaks (without moving his mouth. ) 

"So you're the human who's been killing off my people," he says to 

Hikage, licking the blood of the dead man. He introduces himself 
as 

Majuumi no Miko, Prince of the Sea Beast Demons, and informs 
Hikage 

that when he is united with Kikuga no Miko--the being that Hikage 

calls the human Marou--the Youma will reign supreme. Hikage 
attacks 

him, and receives some wounds, but manages to severely wound 

Majuumi, sending him back into the sea. 


Elsewhere, Kikuga no Miko, otherwise known as Marou, dispatches a 
serpent Youma to deal with Hikage.... 


As Hikage crawls out of the sea, he hears the girl weeping. "Don't 
cry, girl," he tells her. "You have nothing to worry about." 
Indignantly she responds through the tears, "I'm not a girl, I'ma 
Shinobi!" Uninterested, Hikage says, "Right," and continues to 
walk. Determinedly the girl decides to follow. 


Somewhere else, the Takeda shinobi face off against the Youma, in 
the midst of their battle against Nobunaga Oda. Then Marou calls 
Kazami's name.... 


In an apparently abandoned village, at night, Hikage washes his 
eae a well. The girl, obviously fishing for his name, tells him 
a name is Aya, and he experiences a moment of shock. The woman he 
ae the village of the human sacrifices was named Aya. This Aya, 
Pe tea decides to get some food. She enters a house, to ask 
. assistance of the woman who lives there, and hears a crying baby. 

ae baby! How cute!" she exclaims. The mother offers to let her see 
a baby, and Aya steps inside, smiling. 


A moment later, she steps outside again, screaming. "The neck-—-the 
baby's neck!" she cries out. From every home, dead people, their 
wounds livid upon them, come out and walk toward Aya and Hikage, 


dead 


but pass harmlessly by. Hikage says that this is a procession of 
the dead, that this village was murdered by the Youma. Then one of 
the dead women turns around and smiles at them, before all the 


vanish. 


That night, Aya learns Hikage's name, and the fact that he's 
pursuing somebody with intent to kill, but not much else. The next 
day, Aya, exploring, runs into the dead woman who looked back, 
Kotone. Kotone tells Aya that the man she loved was the one who 
killed her--and yet she still loves him. Then the two are suddenly 
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enveloped in the tendrils of a tree-shaped demon. Hikage has been 
battling this demon and a butterfly-shaped one, Hakurou. In order 
to free Aya, he hits the demon tree with an incendiary bomb. He 
makes no attempt to save Kotone, although there's no way to tell 
whether he knows she's already dead or not. Meanwhile, the serpent 
demon has shown up. Aya tries to free herself from the tendril, 
which remains coiled around her foot, and the dying demon tree 
tightens its grip around Kotone. Then she vanishes. The serpent is 
surrounded by sparkling light. It thrashes, then vanishes. 


After the battle, Aya and Hikage reconcile their relationship.... 


They have been traveling for some time when Kazami shows up. 


Hikage 


does not appear too thrilled to see him, and asks what he wants. 
The response is--Hikage's life. Katsuyori Takeda, the new ruler of 
the Takeda clan, has been offered assistance against Nobunaga 


Oda's 


onslaught by the ruler of the Youma--who was in fact Marou. 


Marou's 


only condition for this assistance was that Hikage be killed. 
Hikage kills Kazami--there is some question that Kazami may have 
permitted himself to be killed--and Kazami tells him that he, 
personally, believes Hikage to be right. Marou will betray them. 


in 


to 


to 


to 


Hikage must defeat Marou.... 


Marou proceeds to betray the Takeda family, and they fall to 
Nobunaga, as Marou laughs manically. Hikage heads for Nagashino, 
where Marou is waiting for him. Aya begs him not to go--he will be 
killed, and she loves him. But he throws her off. He has no room 


his heart for anything but vengeance. 
He arrives at Nagashino, amid dead bodies, and screams for Marou 


show himself. After testing Hikage by launching spikes at him from 
the ground, Marou makes his appearance. He easily teleports away 
from Hikage's attacks, then teleports behind Hikage and asks him 


join him. Kikuga no Miko's only connection to Marou is that that's 
the name he was born into the human world under. He is no longer 
human, and has cast away his human feelings. For that purpose, he 
has killed his former comrades, former friends—-even the woman he 
loved. Hikage alone he could not kill. He entreats Hikage to come 
to his world, to join him--and Hikage, who after all this still 
cares for Marou, somewhere, is paralyzed. He can only respond with 
a nod. Marou prepares to drive razor fingers into Hikage's back—- 


kill Hikage? To make him a Youma? This scene can be interpreted in 
a lot of ways. 


But Aya appears, running, and wakes Hikage from his daze. Marou, 
rebuffed, takes on the form of a humanoid demon, and Majuumi no 
Miko appears, running toward Marou. When Majuumi no Miko and 


Kikuga 


and 


no Miko are joined, they will become one, the Youma King, and all 
the Youma will be reborn. Remembering this, Aya attempts to stop 
Majuumi's charge by leaping over him and wrapping her wires about 
him. ALL she does, however, is hurt and irritate him. He rears up 
and stomps on her face, and she rolls aside, unconscious. Hikage 
cuts Kikuga's belly open, but Kikuga leaps onto Majuumi's back, 


the two become one, something that looks like a wolf crossed with 
a centaur. The Youma King toys with Hikage with telekinesis, 
hurling him this way and that. Finally, as it prepares to deliver 
the death blow, Hikage throws a shuriken at its eye. It screams. 
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The Youma King melts, leaving behind Kikuga--apparently Majuumi 
what melted-—and Hikage promptly slashes Kikuga's throat. 


In the last minutes of Kikuga's life, he turns back into Marou. 
Hikage, badly wounded himself, holds out a hand to Marou, who 
strains to take it, but falls forward with his arm outstretched. 
Hikage, too, falls, and their arms lay stretched toward one 
another. At the very end, it seems, what both of them--even 
Marou--truly wanted was to live as friends again.... 


Marou's body falls into a chasm. Aya takes Hikage into the village 
and tends to his wounds. She has been scarred by Majuumi--one half 
her face is scarred the same way the other Aya's was. Hikage takes 
her in his arms. "You have nothing to worry about anymore...." 


The serpent that vanished before slides to Marou's dead body, and 
the spirit of Kotone comes out of it-—-she had possessed the 


Youma's 


and 


is 


body. Kneeling by Marou's side, she remembers when he killed her, 
but she gives him her spirit, her life. Her spirit form vanishes, 
and Marou's body dissolves. 


On the road, Hikage and Aya find a woman who died in childbirth 


her little son. As Aya comforts the child, Marou's words echo in 
Hikage's mind. The child looks the same as Marou did at that 
age.... 


Names in Youma 


Not all the names have interesting translations, but some do. I'm 
going to translate the kanji for the more interesting ones. 


Hikage: Scarlet Shadow 
Marou: Demon Wolf 
Aya: (both of them) Bewitching, Beautiful, Magical, Cursed (This 


the same kanji that, when pronounced "you", is part of "Youma" and 
"Youtouden". 
Ito: Thread, silk (spider thread?) 


Translating the voice actors in general was quite beyond my 


ability, but fans of his will be happy to know that the voice 


actor 


who portrayed Marou was Kaneto Shiozawa, Known in some circles as 
"The Voice". 
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== Saint Seiya Fourth Movie: == 
== "Warriors of the Final Holy Battle" == 
== by Patricia Munson-Siter == 


Author's Note: A truer translation of the title is "Warriors of 


Final Saint Battle" but "Holy" sounds a lot better and smoother 
when rendered in English. In regards to Lucifer's warriors, their 
titles derive from the seven types of angels in early Christian 
"mythos": Archangels (Lucifer was an Archangel before his fall), 
Angels, Seraphim, Cherubim, Thrones, Dominations (Powers), and 
Virtues. Further, these warriors are also named after angels that 


fell with Lucifer; those familiar with such classics as Paradise 
Lost will recognize most of the names. 


Lucifer and his Warriors 


Lucifer: This character is based on the fallen angel who rules 
Hell 
in the Christian "mythos" (please excuse the use of this term in 
connection with a "living religion"!!). In fact, the "title" kanji 
associated with Lucifer is "Mao", which is Japanese for "the 
Devil" 
-- it literally means "Demon King". Lucifer has drawn power from 
Eris, Abel, and Poseidon as they passed through his realm after 
defeat at the hands of Athena and her Saints. (I know, I know —- 
Poseidon didn't die at the end of the third series! More on this 
in 
the comment section.) He uses that extra power to manifest himself 
and several of his archdemons in the "real world" where Saori and 
company live. Lucifer is portrayed as Milton saw him —- He has an 
unearthly beauty and for most of the movie possesses angel's wings 
rather than those of a bat. Long blue-white hair and black colored 
headpiece, his robe is a dark grey or black. 


Seraphim Beelzebub: His appearance is very wolf-Like. Beelzebub 
has 

dark blue hair that is short on top and long in the back. His 
armor 

is silver and brown. He is the most powerful as well as most 

masculine appearing of the fallen angels who serve Lucifer. He 

fights Shiryu, Ikki, and is defeated by Sagittarius Seiya. 


Cherubim Astarte: He has fairly short purple-white hair, and his 
sSilver-white armor is very snake-like in appearance. (His shoulder 
guards resemble twin snakes' heads). He fights and is defeated by 
Shiryu. (Astarte was originally a Middle-Eastern fertility goddess 
named Ashtaroth -—- who had snakes as one of her symbols -—- before 
the Jewish and later Christian scholars turned her into the male 
demon Astarte. ) 


Throne Moa: Initial character sketches of this character had many 

Seiya fans wondering if one of Lucifer's fallen angels was female, 

but no such luck. Moa has long (ankle-length) green hair, and 
wears 

pink and yellow armor. He fights Hyoga. His main weapon is similar 

to Ikki's genma ken, where he casts illusions that are accompanied 

by visions of butterflies and flowers. While an enemy is 
mesmerized 

by his visions, Moa strikes them without opposition. 
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Virtue Erigor: Erigor has been nick-named by some as the "crazy" 
of 

the fallen angels. He has blond hair that stands up straight from 

his head, and his silver armor includes a face mask that 
completely 

hides his features. His favorite weapons are the razor-sharp nails 

on his finger-tips. Shun takes him on, but Ikki must finish the 

battle. 


Story Synopsis 


This movie opens up with the opening credits of the Poseidon 
storyline TV series... they didn't even substitute Lucifer and 
his fallen angels for the sea god and his Marine Shoguns! Not an 
auspicious beginning for hopes of a more creative storyline than 
uSual.... 


A mysterious force enters Sanctuary and wipes out the five Gold 

Saints who stand guard in their Houses. Don't blink, or you'll 
miss 

this action! As the force arrives at the top of Sanctuary, it 

resolves itself into four separate forms -—- those of Lucifer's 
four 

fallen angels. As they kneel, the music swells, a light shines on 

the plaza and Lucifer himself materializes. Athena's disembodied 

voice challenges the fallen Archangel, and after they exchange 

somewhat heated words Lucifer gestures and knocks off the head of 

the statue. Lucifer's place of power appears above Sanctuary, 
steps 

leading up from Athena's temple to Lucifer's throne. Massive 
floods 

and earthquakes occur throughout the world (yes, yet again), and 

Lucifer's evil shadow spreads across the land, killing all in its 

path. 


Saori and three of the Bronze Boys —- Pegasus Seiya, Andromeda 


Shun, and Cygnus Hyoga -—- arrive in Sanctuary. There they find 
much 
destruction, and the five surviving Gold Saints near death. Athena 
cries broken-heartedly at her damaged statue. Lucifer and his four 
warriors then appear. Athena identifies her foe as Lucifer. The 
two 
other Bronze Boys ask Hyoga for information; he fills them in on 
various legends and such about the Devil —- his fall from grace 
and 
"rebirth" as king of evil. Lucifer tells them that he has drawn 
power, Knowledge, and the evil spirits of Eris, Able, and Poseidon 
as each passed through his realm, adding them to his own power. He 
now has enough energy to appear in our world. Athena now stands in 
his way. He tells her that he plans to control the world, and that 
if she does not defeat him in a certain, short space of time (yes, 
it's another race against the clock) there will be nothing she can 
do to prevent his plans. The Bronze Boys attack and are rapidly 
wiped out. Seraphim Beelzebub asks them if they really thought 
they 
had a chance, after the ease with which the fallen angels took out 
the Gold Saints? Saori cradles Seiya in her arms as Lucifer goes 


to 
assume his throne above, his warriors following him. 
The three are taken to a hospital where Shiryu finds them. Seiya 
fills him in. Saori has returned to Sanctuary and, staff in hand, 
is preparing to ascend the stairs and take on Lucifer herself. 
Lucifer thinks the lone woman fighting against him is funny. She 
is 


attacked by evil spirits as she begins to climb, and Lucifer's 
voice taunts her about the hopelessness of her task. The four 
Bronze Boys are following at some distance behind (the three 

injured ones having decided to leave the hospital —- probably 
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against medical advice, of course!). They are attacked by Seraphim 
Beelzebub and Cherubim Astarte. Shiryu says he's strongest (having 


not been injured in the previous battle) and will hold them off 
while the other three go on. They obey his order, going on while 
the Dragon Saint fights both fallen angels. He does fairly well, 
too! Athena continues to climb, not yet aware that her Saints are 
behind her. Seiya, Shun and Hyoga are nearly caught under falling 
debris, then Virtue Eligor reveals himself. Shun volunteers to 
take 
on this fallen angel as Seiya and Hyoga continue up the steps. At 
the next plaza Hyoga and Seiya see luminescent butterflies —- 
which 
turn into Throne Moa. Hyoga attacks and temporarily freezes this 
foe, then tells Seiya to continue on while he fights this new foe. 
For once, Seiya obeys orders and goes up the next set of steps! 
Below them, Dragon Shiryu successfully defeats Astarte, whose body 
then disintegrates into dust. Shiryu is injured in the process, 


and 
Beelzebub takes advantage of the Dragon Saint's weakness to make a 
full-force attack. Shiryu is knocked out. Beelzebub calls up an 
air-borne, glowing "devil horse" to take him upward to defend his 
master, believing that Shiryu is either dead or near death. Shun 
is 


doing poorly against Eligor, and Moa is breaking through Hyoga's 
ice with remarkable ease. Throne Moa then uses a vision of Hyoga's 
mama in his next assault, and the Cygnus Saint is distracted 
enough 
that the fallen angel's attack gets through his defenses. (No, it 
seems that Hyoga still hasn't learned to kick free of his "mother 
fixation". *Sigh*) As both Bronze Boys are being beaten about, 
they 
each call the other's name (yes, more fodder for the "slash" 
fans!). Eventually, Hyoga defeats Moa but collapses himself as 
Moa's form dissolves. Shun is losing badly, and it takes big 
brother Ikki to save his butt (yes, again). As Eligor dissolves, 
Shun whispers "Nii-san", but Ikki tells him gruffly: "I did it for 
Athena!" Turning his back on the Andromeda Saint, Ikki then 
proceeds to lecture Shun that he's going to have to learn to 
really 


fight -- as his comrades Hyoga and Shiryu have already 
demonstrated 
in this battle -- or Shun should give up being a Saint. Ignoring 


Shun's further calls and entreaties as he heads upward in support 
of Athena, leaving his little brother behind. 


Above, Seiya still follows Saori's footsteps, now seeing Lucifer's 
grotesque statue (it's somewhat middle-eastern in flavor, almost 
Hindu in design —- it reminds me also of some Buddhist statues of 
demons that I've seen). Seiya is within yelling distance of 
Athena, 
but she cannot afford to wait for him —- and now Seraphim 
Bee lzebub 


the 


Her 


blocks the Bronze Saint's path. Ikki hears Seiya's screams and 
hurries. Saori hears him, shudders, but continues climbing. Thorny 
vines whip around her, ripping her dress and flesh, but she still 
forces her way upward through them. Lucifer draws even more on the 
power and evil spirits of the Greek god trio as he tries to stop 
Athena's ascent. Determinedly she continues, just as Seiya 
continues to fight Beelzebub. Ikki arrives and leaving Seiya to 


fallen angel runs after Saori, intent on helping her against their 
main foe. He is trapped by the vines and Lucifer takes out the 
Phoenix Saint with a single energy bolt. 


Saori decides that there is something she can do to help Seiya. 
cosmo calls to each of the four other Bronze Saints; and suddenly 


Beelzebub is facing five angry warriors rather than just Seiya. 
Further, then the Sagittarius Cloth arrives, powered by Athena's 
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call. A bloody Athena faces Lucifer as the five Bronze Boys join 
cosmos to power Seiya's next blow, which soundly defeats Seraphim 
Beelzebub. 


Seiya turns to face Lucifer, only to see that their enemy has 
managed to take Athena hostage. Athena tells him that Lucifer's 
defeat is of prime importance, even if she must die as well... so 
hurry up and shoot! ALl the cosmos of the twelve Gold Saints —- 


just those of the Gold Saints still living -- join with Seiya in 
the effort. His arrow flies true (of course) and Lucifer gets an 
arrow in the heart (well, where his heart would be if he has one) 
as Athena manages to duck out of the way. Lucifer is returned to 
Hell, and his new palace of power collapses around Athena and her 
Saints as they hurry to escape the destruction. They arrive back 


Athena's temple safe and sound, to see Lucifer's palace disappear 
and sunlight and fresh air replace the devil's sulphurous clouds. 


we 


the 


They have once more saved the world and mankind from vast dangers. 
Shun and Ikki's look at each other is indescribably saccharin as 


see Athena and her Saints one last time as the end credits roll. 


Comments 


First: Yes, STEPS AGAIN! !!! ARGHHHH! 
This movie isn't as good as the third, and is about on par with 


second movie ——- in other words, it feels more like an extended 
episode than a movie. The action seems rushed, and there is no 
characterization to speak of for any of the villains. The artwork 
seems fair to good at first glance, and the action can be quite 
effective. Closer examination of the artwork, however, discloses 
some bad flaws. The art appears hurried, armor is not always fully 
drawn in, and very frequently there are no pupils or highlights in 
the characters’ eyes. I'm told this becomes even more obvious on 
the big screen by friends who saw it in movie theaters in Japan; 
transfer to the small screen has succeeded in hiding some of these 
flaws. 


Further, the studio really blew continuity in this movie with the 
claim by Lucifer that he'd drawn power from Poseidon. This links 
the movies (except the second one) in with the TV series, and the 
movies just don't fit into the Seiya TV series universe. There's 
also the fact that in the Poseidon storyline, the sea god does not 
die -- his spirit is merely re-imprisoned in its mystic jar. The 
studio would have done far better to have Lucifer drawing power 
from Dorubaru of the second movie, thus linking the movies 


together 


fact 


-—- and they do fit together rather well —- rather than trying to 
convince the audience that all four movies are part of the TV 
series universe. 


Plus, as Jean Dewey mentions in one of her notes on the movie 
elsewhere, Lucifer may have absorbed power and knowledge and such 
from Eris, Able, and Poseidon but sure didn't learn anything from 
them! He sends his fallen angels to defeat the Gold Saints but 
dismisses the danger of the Bronze Boys. All this, despite the 


that it was these same Bronze Saints who defeated Eris, Able, and 
Poseidon —- not the Gold Saints! Can we spell S-T-U-P-I-D? I knew 
you could! 
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There are some good points about this movie as well as the 
irritating stuff I mention above. First, for once Athena is doing 
something instead of sitting back and doing nothing much but say 
"My Saints will save me!" She sure doesn't know that the Bronze 
Boys are going to be able to get out of their beds and give her 
Support as she goes up the stairs to face Lucifer. Saori/Athena is 
finally starting to show she may have what it takes to become the 
newest manifestation of the Greek goddess of wisdom and war.... 


The Bronze Boys turning to Hyoga for information on Lucifer, as he 

was "raised Christian" and thus supposedly knows more about their 

newest enemy than any of the rest of them do, is a very nice 
touch. 

Hyoga pointing out that almost every religion in the world has a 

Lucifer like figure somewhere in each pantheon is another 
excellent 

bit. What Little characterization there was on the Bronze Boys was 

well done; Ikki's lecture to Shun about needing to either learn to 

fight for real or give up being a Saint is something a lot of fans 

have been hoping someone would say to the Andromeda Saint. 
Shiryu's 

sacrifice in taking on two of the fallen angels at once in order 
to 

get the other three safely up the steps is perfectly in line with 

his sometimes too noble nature. 


Finally, I am really tired of Seiya saving everything at the end 
of 

every movie. (At least the TV series doesn't do this quite so 

badly. At the end of first season, it is ultimately Athena who 
must 

face Ares/Saga and defeat her ancient foe; in the Poseidon 

storyline it is the powers of all five Saints -- admittedly 

channeled through Seiya -- who rescue their patron Goddess. Only 

the Asgard storyline -—- again an invention of Toei and not based 
on 

the manga -- has Seiya being the one to defeat Hilda.) The movie 

plotlines rapidly fell into a tired, trite rut -—- Athena gets in 

trouble, her Bronze Saints go to rescue her, they get trashed, 


Seiya puts on the Sagittarius Cloth and uses a golden arrow to 

defeat the foe and rescue Athena. They don't do enough variation 
on 

this theme to give it freshness. Variations in foes, methods of 

attack, and so on are not enough to do the job. If nothing else, 
it 

would have been nice if they'd allowed each of the other Bronze 

Boys a chance to save Athena and the world, instead of Seiya and 

the gold arrows every movie! 


I find this movie rather frustrating over all. There are some 
really, really good bits here, but they tend to be overwhelmed by 
the not-so-good stuff. *Sigh* Toei can do so much better... I 
wish they'd take the time and do it RIGHT!!! 
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== Review: A Pup Named Scooby-Doo == 
== by Ann Nichols == 


Last fall, a friend of mine tried to get me to watch A Pup Named 
Scooby-Doo. He told me it was great, it was funny, and I'd love 


he 


was 


I refused. I was sure it would be as terrible as most new versions 
of my childhood cartoons have been. I did not want to subject 
myself to that. After all, I'd liked the original Scooby-Doo show. 
That show gave me something no other cartoon of that time did: a 
main female character who was short, chunky, plain, glasses— 
wearing, and intelligent! In other words, I finally had a role 
model. Velma even wore her brown hair short and had clothes that 
didn't do a thing for her, the same as I did. It was great. 
Unfortunately, the show went downhill after a good beginning. I 


angry when Velma was eventually dropped, but, considering how bad 
the show was by then, she was lucky. 


Well, the months passed. Watching The New Adventures of Mighty 
Mouse had gotten me used to having a few laughs on Saturday 
mornings again, but I'd seen them all. I wanted more laughs. I was 
starting to feel desperate, so I decided to try A Pup Named 
Scooby-Doo. My friend hadn't steered me wrong. The show is 
everything he said it was. 


A Pup Named Scooby-Doo is a strange blend of the sixties and the 
eighties that is set in the imaginary town of Coolsville. The 
Original cast is intact, but they are junior high school kids now. 
They are also drawn in a more "cartoony" style. Since they are too 
young to drive, they don't have their "Mystery Van" yet, but the 
Scooby-Doo Detective Agency does have a tree house. 


Shaggy (his real name is "Norville") are the same cheerful and 
ever-hungry cowards they've always been. Shaggy is minus his 
scraggly beard, of course, but Scooby-Doo still has his speech 
impediment. Shaggy has a baby sister called "Shugie" (the spelling 
is conjectural). His father is a policeman. 


Remember Freddy Jones, the tall, well-built, blond leader of the 
group? He sports a crew-cut now —- and seems to have lost his 
brains along with his hair. He not only reads a tabloid called The 
National Exaggerator, he believes what it says. He tries to claim 
each mystery is being caused by some form of alien invader: 
Martians are his favorite choice. He likes to charge right up to 
Suspects, hurling loud questions and accusations at them, only to 
have them scream reasonable explanations right back. Freddy never 
learns. In the September 30th episode, "Chickenstein Lives," 
Freddy's Uncle Eddie bought The National Exaggerator! In this 


show, 


of 


Shaggy and Daphne are like their parents, and Velma is the image 


her Aunt Thelma. Freddy, of course, gets his looks and personality 
from his Uncle Eddie. (Oh horrors! There are two of them running 
loose!) 


Daphne Blake still has her red hair, though her figure hasn't 
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gotten those curves yet. Her family is filthy, filthy rich. Her 
weekly allowance is over $27,000 and she belongs to the 
"Decor-—of-—the-Month" club. On the minus side. Daphne is vain. She 
tends to come unglued at the sight of dust. Expect her to make 
more 
fuss over having her hair or go-go boots messed up than being 
chased by the current fake monster. On the other hand, she is 
brave, strong-minded, and has most of the group's common sense. 
These traits help her calm Shaggy and Scooby's panic and restrain 
Freddy's flights of fancy. I'd say the only other member of the 
group she respects is Velma. 


Tiny Velma still has her brains and glasses, but she's traded her 
weight problem for ankle socks that won't stay up and a strange 
method of locomotion that's a lot like a slower version of 
Patalliro's famed "cockroach run" (lots of legs drawn moving in 
different directions). If she had still done this when she grew 
up, 
she might have been able to get a job with the Ministry of Silly 
Walks. Velma uses a portable computer to help her solve the crime. 
She's also good at whipping up nifty devices when the gang is in 
trouble. Scooby may capture the disguised crooks, but it's Velma 
who figures out who she or he really is. Oh, yes —- Velma still 
says "jinkies" when she finds a clue. 


Other recurring characters are an unnamed TV announcer who 
interrupts the show for "special announcements" (such as "Freddy 
has a good idea!") and an obnoxious red-haired bully named Red 
Herring. Freddy seldom fails to accuse Red Herring of being the 
villain, but, of course, Red is never the guilty party. (For those 
of you who are not mystery buffs, a "red herring" is something 
used 
to divert your attention from the real villain. Webster's tells us 


the term comes from the old practice of dragging a red —- that is, 
heavily salted and then smoked until its dark brown —- herring 
across a trail to destroy the scent.) The second season has added 
Jenkins, the Blakes' butler, who quickly and mysteriously appears 
out of nowhere whenever Daphne summons him. 


A Pup Named Scooby-Doo borrows heavily from the old Warner 
Brothers' cartoons. The characters have incredibly exaggerated 
reactions to the "monsters" -- complete with odd sound effects 
such 
as sirens and alarm bells. There are lots of impossible happenings 
and improbable coincidences. Like Bugs Bunny and his friends, the 
characters are aware that they are characters. (In one episode, 
Shaggy and Scooby were suspected of being the thieves. Shaggy 
indignantly cried out that he couldn't be a suspect because he was 
the hero.) Sometimes one of the gang will point out that it's time 
for the chase scene and request Scooby start the music. Yes, 
folks, 
there's still a chase scene with a rock song playing in the 
background in every episode, same as in the original Scooby-Doo, 
except that the songs actually deal with the monster of the week 
and they are more interesting than they used to be. 


If you weren't around when Scooby-Doo first came on and the reruns 

have made you wonder why they always had a rock song playing 
during 

the chase scenes, I'll be glad to explain. The rock songs were 

there in imitation of the then-popular cartoon version of that 

famous comic book/strip character, Archie Andrews. In the show, 

Archie and his friends had their own rock band. One of the songs 
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played ("Sugar, Sugar"), actually became a hit and still turns up 
in nostalgia collections. Just as we had to endure overly cute 
robots hoping to cash in on R2D2 and 3CPO's popularity after Star 
Wars became a hit; for a while, almost every cartoon made had at 
least one bad rock song per episode, either playing in the 


background or sung by the characters. [Ann has asked me to stress 
that this is just how she remembers things, but I remember things 


the same way -—- only Ann does not stress just how BAD some of 
these 
songs were! —— RSS] 


There is a genuine mystery in A Pup Named Scooby-Doo every week 


and 
they usually play fair and show us the clues, too. The mystery is 
usually pretty easy to solve (though I confess that I completely 
blew it with "Now Museum, Now You Don't"). If you weren't paying 
attention and miss a clue, don't worry -- the clues are reviewed 
at 


the end, either before the villain is revealed or when Velma tells 
us how she knew "whodunit." ("Chickenstein Lives" is the major 
exception. We saw all the clues, but we didn't get to hear an 
important piece of information about one of those clues until 
Velma's explanation at the end. I'd tell you something that was 
even more unfair, but I can't without giving too much away. Except 
for those two problems, "Chickenstein Lives" is one of the best 
episodes I've seen. ) 


ALL in all, I consider A Pup Named Scooby-Doo one of the best 
shows 

on Saturday mornings today. I heartily recommend watching it. It's 

on ABC. Our affiliate shows it at 6 am, so you might want to check 

the "ungodly hours" section of your TV Guide. Go ahead and set 
your 

VCR. If you are like me, you'll soon decide this is one you want 
to 

keep. 
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== Starcom: The U.S. Space Force == 

—— by Pat Munson-Siter == 

Introduction 


Starcom is a series produced by DIC. It originally aired on ABC on 
Sunday mornings, a time slot that many ABC affiliates (including 
those here in the Great Void) filled with various religious shows 
instead. (You have no idea how frustrating it is to hear from 
friends about a decent new US animated series, only to discover 
that your local station has decided not to carry it!) This may be 
one reason why its original ratings were rather poor. Starcom, as 
this article is being written at the end of 1989, is being aired 
mid-Sunday mornings on the "Family Network" (formerly the 
"Christian Broadcasting Network") on cable (or satellite, if you 
have a satellite dish). Check your local TV Guide listings for 
exact time. Please note that while I could get the spelling of the 
names of the major characters from the back of one of the action 
figure packages, most of the rest of the names - of both 


characters 


and mecha -- I got from listening to the episodes. Therefore my 
Spelling may not be accurate according to listings from DIC. (I 
wrote DIC for a copy of their info on Starcom but still hadn't 


received a reply by the time I wanted to get this article done.) 


General Story Background 


The time is sometime in the next century, and man has not only 
gone 
into space but is colonizing worlds in this solar system. As is to 
be expected, with such an exodus there are greedy, avaricious 
people going into space as well as the more "noble", dedicated 
types. There are two main military-type space forces in existence 
-—- at least that are covered in the series! The first is Starcom, 
the "U.S. Space Force", which obviously with that title is manned 
by the "good guys". Their opponents are the forces of the 
self-styled "Emperor" Dark, also known as the "Shadow Forces". 
Starcom and the Shadow Force frequently find themselves at odds, 
and the majority of the episodes in this series addresses their 
skirmishes. There are other, independent but much smaller forces 
around which occasionally become involved with one side or the 
other. Most of the action takes place on or around Mercury, Mars, 
Jupiter, or Saturn. 


Characters 


Admiral Brinkley: Commander of Starcom, he is answerable to the 

Earth Government, and on several occasions is complaining about 

Starcom's funds being cut. Despite this, he can be depended on to 

come through in tight spots, and he is not afraid to make 
unpopular 

decisions when they are necessary. The survival of Starcom is very 

important to him. 


Colonel John "Stim" Griffon: A test-pilot at heart, Slim sometimes 
comes across as a "Regulation Reggie" to quote one of the cadets 


Copyright (c) 1989, 1990 by Anime Publications Bureau & Randall 
Stukey 


Electronic Animation Velocity Volume @ Number 2 Page 
37 


who ran afoul of him. However, despite his frequent quoting of 
Starcom regulations, he is quite willing to bend or even break 


Mars 


is 


those rules when he feels it has to be done. Slim is also one of 
the first black characters I've seen in US animation who comes 
across as a believeable, three-dimensional character rather than 
just an "equal-opportunity stereotype". Slim has family in the 


colonies. First of the "Big Three", the three characters who show 
up in every episode as main characters. "Nonsense! I can't let you 
crash -—- it's against regulations!" 

Colonel Paul "Crowbar" Corbin: The "token" Space Marine, Crowbar 


not a dumb jock like most Marines tend to be portrayed as. In 


fact, 


one 


Crowbar is more or less the techno-freak of the regular Starcom 
cast, and can often be depended on to come up with the answer to 
various problems, from decoding a scrambled computer program to 
inventing a device to screen out jamming electromagnetic pulses 


of Dark's inventions is putting out. Crowbar is blond, and 
absolutely hates the effects of the hyperspace units Starcom uses 
to facilitate quicker travel beyond the orbit of Mars (the sun's 
gravity closer than Mars prevents the use of the hyperspace 


drive). 


He tends to get badly motion-sick in hyperspace...He's the second 
member of the "Big Three". "I've got a BAD feeling about this..." 


Colonel James "Dash" Derringer: The third member of the "Big 
Three", Dash is the most rash of the trio, and his actions 
sometimes are the impetuous that starts the events chronicled in 
some episodes, dragging his two friends after him into danger. His 
mother and younger sister Leeanne are both space scientists; and 
Leeanne is married to Sgt. Victor Rivera, another member of 
Starcom. "A piece of cake? A milk run? More like a barbeque!" 


Lieutenant Kelsey: The token female character in Starcom, she 
normally mans the main control/communications room on Starcom's 
Saturn station. She seems to have no romantic interests, and sees 
the three main characters only as good friends. While she seems 
fairly competent, and displays excellent skills with a lazer 


pistol 


the one time the show lets her out of Saturn station, for the most 
part she is relegated to the role of monitor and straight man. 


Other Members of Starcom: Sgt Bill Travers, PFC John "Cowboy" 
Jefferson, PFC Al "Cannon" Evans, Lt. Bob T. Rogers, Sgt Red 


Baker, 


Sgt Hector Morales, Sgt Victor Rivera, Sgt Camp O'Ryan, Sgt Ed 
Kramer, Capt Pete Yablonsky, PFC Shawn Reed, and PFC Rusty 
Caldwell. 


Emperor Dark: Like Crowbar, Dark is basically a techno-freak and 
inventor. He spends much of his time inventing new weapons and 
tools for his forces to use against Starcom. However, the majority 
of his forces are robots (sometimes called "parasites"). (This of 
course allows the good guys to shoot up all those enemy vessels 
without having to worry about hurting or killing fellow human 
beings, a no-no under current US industry standards for cartoons. ) 
The few humans who serve him seem to be the type who are very 
self-serving and will switch alligence away from Dark if they see 
a profit in it. Dark's true motives and goals are never clearly 
stated in the series. Does he wish to rule Earth? Space? Both? Or 
is he just looking for the freedom to conduct all his scientific 
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experiments unmolested? 


Torvek: A robot that Dark has endowed with artificial 
intelligence, 

he is one of Dark's "generals" and is the only one of them who is 

truely dedicated to his master and his master's cause. He 

frequently underestimates his human foes, and is sometimes slow to 

respond to rapidly changing situations. "Progress is being made." 


Malvanna: A dark-skinned red-head, Malvanna is one of the more 
interesting characters in the series. She is an excellent 
tactician 
and pilot. She also has developed a definate un-military interest 
in Col. Corbin, to whom she seems to be strangely attracted. She 
seems to be one of the most intelligent and flexible of Dark's 
"generals". One wonders what the storywriters would have done with 
her if the series had gone beyond its first season. "Lord Dark is 
never pleased..." 


Von Dar: A rather beefy man, Von Dar seems a little short in both 
the brains and initiative department. Makes one wonder why Dark 
made him one of his generals... 


Klagg: Mostly a Shadowbat pilot, Klagg is a very skilled fighter. 
He has dark hair, thick eyebrows, and sports both a beard and a 
mustache. "I'm always up for a fight!" 


Other Shadow Force Personnel: Cpl Storn, Sgt Hack, Sgt Ramor, Sgt 
Borek, Cpl Slash, Sgt Von Rodd, and various robot cannon fodder 


Star Max: The all-purpose space vehicle used by Starcom personnel 
for travel. It is equipped with the trans-warp drive, and can 


carry 


up to two Star Wolves at a time as well as six people (possibly 
more if they squeezed up). Normal manning for the Star Max is 


three 


people. It is armed, but relies a lot on the Star Wolves it 


carries 


on. 


as well. 


Star Wolf: A small, one-man fighter craft. Its wings can be folded 
up for storage. Being small, it only has enough fuel for short 
flights -— usually within the moon system of a single planet. It 
cannot be used for interplanetary travel, but must be carried by a 
Star Max (or other larger ship) instead. 


Laser Rat, Hardrails: Various types of armored, armed land 
vehicles. 


Shadowbat: The Shadow Forces' equivilent to the Star Max. Usually 
includes a full squad of robots in its cargo bay, and is normally 
manned by two people. 


Parasite: The Shadow Forces' equivilent to the Star Wolf, has 
basically the same limitations. 


Magnalock: Almost every space craft and all space suits are 
equipped with magnalocks. Basically a magnalock is an 
electro-magnet that will keep a space suit in contact with a space 
ship hull, a Star Wolf mounted on the top of a Star Max, and so 
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These magnets can be turned on or off at will. A space suit has a 

computer that will sense motion and turn off the magnetic power 
one 

foot at a time to allow the wearer to walk. 


And of course there are various space stations around or on the 
planets of the solar system. 


Episode Synopses 


These are listed in the order they got put on my tape. I'm not 
sure 
what their "true order" is. 


"The Boys Who Cried Dark" 

by Richard Mueller 

Slim has just returned from leave, and finds himself saddled with 
the job of running a cadet training cruise on the old ship USS 
Theodore Sturgeon. One of the cadets is a practical joker, but his 
jokes turn ashen when a Shadowbat happens across the unarmed 
training vessel...Dash: "What can go wrong on a training cruise?" 
Von Rodd: "You almost killed me!" Klagg: "Then next time I must do 
a better job!" 


"Dark Harvest" 

by Lydia Marano and Arthur Byron Cover 

A pacifistic agricultural colony on Mars is being periodically 

raided by mysterious thugs using stolen Shadow Force robots and 

vehicles. Slim, Crowbar, and Dash are determined to stop the 

raiders and find a way for the colonists to defend themselves. 
This 

proves exceedingly difficult as the colonists refuse to fight 
back. 

They've got to find a way that these people can defend themselves 

without using force. (This has got to be one of the worst, weakest 

episodes in the series! The solution to how the pacifists end up 

defending themselves is, as far as I'm concerned, still using 
force 

-- even if it amounts to reflecting the attacks of the raiders 
back 

on themselves! The only really good bit is when it turns out that 

the arms merchants at "Beachhead" whom Starcom suspected of being 

behind the raids turn out to be law-abiding.) Crowbar: "They must 

be pretty desperate to steal from the Shadow Force!" 


"A Few Bugs in the System" 

by Barbara Hambly 

The mining ship Goldplacer has been plagued by series of 

misfortunes, and sabotage is suspected. The miners have begun 

fueding among themselves, each section blaming others for the 

problems. Slim, Crowbar, Dash, and Champ O'Ryan -- who was raised 

on a mining ship —- discover that the sabotage is being caused by 

a Shadow Force robot. Dash: "I always said that Crowbar was 
nothing 

but 15@ pounds of hamburger!" 


"Turnabout" 

by Marv Wolfman 

Shadowbats attack a lone Star Max, and the pilot must bail out and 
let his craft crash-land. Unaccountably, the Shadow Force then 
abandon the chase. Crowbar is worried -- if the Shadow Force can 
find the crashed Star Max and retrieve its "System Operations 
Control Chip", then they will have the key to destroy Starcom. It 
seems that in order to save money the same type of chip is used in 
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every bit of machinery Starcom uses! The "big three" convince 

Admiral Brinkley to send them to find the missing Star Max —- but 

it's too late. General Torvek has already decoded the control 
chip, 

and all their weapons turn against them! Crowbar: "We are in 

serious trouble!" 


"Hot Enough for You?" 

by Steve Perry 

Slim and Crowbar are dispatched in a Star Max on a routine sunward 

patrol. A solar flare is building as they hear a distress call 
from 

Mercury. Responding, they discover a crashed Shadowbat, and rescue 

its enemy crew -—- who agree to talk, being rather angry at Dark at 

the moment. Then their Star Max is attacked by a squadron of 

Parasites manned by robots, and all four crash land. The two crews 


must work together to survive, and Dash —- arriving to try and 
find 

them -- is himself attacked by the Parasites...Slim: "This is a 

routine patrol...a milk run." Crowbar: "Where have I heard that 

before?" Dash: "Help? Me? I was coming to save you guys!" 


"Flash Maskowitz, Space Cadet" 

by David Wise 

Dash and Slim arrive at the Starcom Academy on the Moon to pick up 

the cadet selected to participate in this year's workstudy project 

on Starbase Saturn, Jonathan "Flash" Maskowitz. Flash is a 

scientific genuis —— he entered the Academy at 11 and now at 13 
has 

been selected for this honor. He is also something of an obnoxious 

nerd, and hero-worships Dash. The three head for the Star Force 

Research and Development station on Mars, where they are to pick 
up 

a mysterious package —- which turns out to be accompanied by 

Crowbar. None of the three know what the "package" is, but Flash 

recognizes it immediately as an Oscillator Hyperthruster -—- a new 

type of hyperspace drive. Then he goes and accidentally blabs to 

General Von Dar...Flash must grow up a little, and this is a 
fairly 

well-done "coming of age" story. This episode is absolutely full 
of 

in-jokes for science fiction fans familiar with older TV series 
and 

novels, as some of Flash's fellow cadets are Tom Corbett, Roger 

Manning, Astro, and Buzz Corey! This episode was definately 
written 

tongue-in-cheek. Crowbar: "You're a bright kid. Stop trying to be 

a space jockey and do what you do best -- use your mind!" Dash: 

"Are you sure Saturn Station is ready for this guy?" 


"The Last Star Ranger" 

by Steve Perry 

Crowbar, Slim, and Dash watch in disbelief as an old man takes out 

two thugs -—- until they recognize him as Lucas Hull, last of the 

old Star Rangers. On Mars, a supply convoy breaks through the 

surface during a sand storm. The "Big Three" are sent out to 
rescue 

them, as Kelsey realizes that the convoy has broken into the old 

Star Ranger base -- which was left with many deadly booby-traps in 

Operation when it was abandoned. Kelsey goes to recruit Lucas 

Hull's assistance as Crowbar, Slim and Dash are also trapped in 
the 

base. Kelsey: "There's a problem." Crowbar: "(*Sigh*) Why am I not 

surprised?" 


"Nantucket Sleight Ride" 


by Richard Mueller 
Dash delivers his kid sister Leeanne and his mother (she's always 
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refered to as "Mom" and not given a name...I won't assume she's 
"Dr. Derringer" unless I get more information!) to a research 
station in the atmosphere of Jupiter, where they are to further 
their investigation of the life forms there, particularly the "air 
whales" and the "kites" which hunt them. Unknown to them, the 
Shadow Force has just finished laying some "destroyer probes" 
which 
hunt out anything moving or mechanical and destroy it. The station 
Leeanne and her mother is on is attacked, and only Leeanne's quick 
action draws the station temporarily out of the way of the drones. 
But the station has been damaged, their communications destroyed, 
and there is only a limited amount of air left. Starcom has 
discovered that something is wrong and goes out hunting, only to 
find the drones instead. This is sort of the "Star Trek tribute 
episode" -- at one point Crowbar is trying to teach Slim how to 
play fizzbin, and the method Dash's mother uses to communicate 
with 
Starcom is a variation on something used in a Star Trek episode. 


"Trojan Crowbar" 

by Steve Perry 

Crowbar breaks up a fight in a bar in Luna Station, and is 
rewarded 

by a kiss from a beautiful blonde. He doesn't Know that the blonde 

is actually a disguised Malvanna, and the fight staged to allow 
her 

to plant a viral "cyber bug" in his blood system. Now everything 

Crowbar hears or sees, Malvanna will know about, too... And at 

present the big three are assigned to take an important computer 

modem to Ganymede, and Malvanna decides she wants it. How can they 

escape her plans, when she can hear and see everything the big 

three plan? Crowbar: "It was like she was an old friend." 
Malvanna: 


"More like old enemies, but I think I'm beginning to like you, 
Paul 
Corbin." 


"The Long Fall" 

by Brynne Stephens 

A new, automated defense satellite is supposed to be protecting 
Starcom's Ring Station in orbit around Saturn. It does quite well 
against a marauding Shadow Force squadron —- but displays an 
alarming tendency to shoot at Starcom vehicles as well! Crowbar is 
determined to fix it, without authorization. Emperor Dark has 
decided he wants the station, and sends Malvanna, Von Dar, and 
Torbek out to get it for him. They select the time Crowbar has 
disarmed it to work on it, of course! Slim: "You can't do that! 


The 
rule book is very clear about tinkering with Starcom property — 
Don't! !" 
"Caverns of Mars" 
by Michael Reeves 
Slim, Crowbar, and Dash are on Mars after delivering supplies to 
the archeologists uncovering an ancient "City of the Builders", 
and 
are being escorted around the site by Dr. Consuelo O'Shanessy, one 
of the leaders of the project. The Builders were the original, 
presumed extinct inhabitants of Mars. A sand storm forces everyone 
to retreat back to one of the domed human cities. Dr. O'Shanessy 
is 


fearful that the storm will cover everything they'd dug out. Slim 
decides to go visit family, only to discover that his neice and 
nephew, Tom and Jenny, are somewhere out in the storm with Lt Bob 
Anders, another Starcom officer. As soon as the storm dies down, 
they head out to find the missing three, Dr. O'Shanessy in their 
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party. The suit tracers lead them back to the archeology site - 
where they discover that not only has the sand storm uncovered the 


city rather than hiding it, but that Tom, Jenny, and Lt. Anders 
are 

somewhere inside it! Crowbar: "We could be on Pluto, and Dash 
would 

find a pretty woman to fall for!" 


"Fire and Ice" 

by Michael Reaves 

The crew of the planetary survey ship Houston, Dr. Astertag and a 

fellow scientist (unnamed, sorry) discover signs of life on 
Europa. 

At the same time, Lt Haltron detects signs that the Shadowforce 
has 

established a base on Io. The Big Three, initially sent to escort 

the Houston, find their orders changed to establishing a base on 

Europa to counter that of the Shadowforce on Io. Not liking the 

idea that a battle near Europa could destroy whatever life is on 

the moon, the big three go off to scout the Io base -—- and are 

Surprised by a large Shadowforce detachment arriving via 

hyperspace. Slim and Crowbar are shot down and quickly discover a 

way to throw a large monkey wrench in Torvek's plans to use the Io 

base to launch an attack against the Starcom Saturn station. 

Torbeck: "I was only trying to help." SLIM: "It's definately not 
by 

the book." 


"Galactic Heartbeat" 
by Steve Perry 
Dark has invented a device which blocks all power emmisions. He 
sends Torvek and Malvanna to Mars to test it. It is successful, 
blacking out power in a good many Martian colonies —- and nearly 
killing Slim, who was involved in a test flight of a new Starcom 
vehicle when it was hit by the "EMP" force. Crowbar comes up with 
a shield that will protect small vehicles from the EMP device, and 
the big three —- and three Space Marines, who remain nameless —- 
are off to the factory the Shadowforce has captured. There they 
successfully defeat Malvanna and Torvek, who escape capture to 
undoubtably return and fight another day... Dash: "Crowbar's 
always 
working on something..." 


Comments 


Starcom is one of the best US animated series to be produced in 
recent years — at least in this writer's opinion! There was 
obviously a lot of work done in developing a coherent, structured 
background against which the stories took place, even though we 
only got occasional glimpses of that work. Like Captain Power, 
another series (if not animated) that was cut short, I have the 
definate feeling that the production team had a definate goal, a 


long-term story plan worked out that would have covered several 
seasons if it hadn't died so soon. 

The artwork in Starcom is quite nice, and compared to many US 
series the animation is very smooth if sometimes limited. An 


effort 


was made to try and insure that each character was visually 
different than others (though sometimes Kelsey and Malvanna, the 
two main female characters, are drawn looking very much alike —— 
only the differences in their coloring enabling the viewer to keep 
them apart). Work done on the various mecha is very detailed —- 
someone working on this show enjoyed developing the many vehicles 
and machines! 
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The characters almost all have quite well-developed senses of 
humor, and the show managed to poke fun at both itself and SF 
fandom in general without being obnoxious about it. There are many 
SF "in jokes" obvious to the knowledgeable watcher, from the group 
trying to teach Slim "fizzbin" to the naming of one of the Starcom 
training vessels the Theodore Sturgeon. 


For the most part the plots are well thought out and don't have 


many holes; and they even get a good bit of their science right. 
For once we don't have a space show claiming that they're going to 
planets in "another galaxy" or such —- all the action takes place 
right here in our own solar system, with occasional mentions of 
unmanned missions to near-by stars —- but no suggestions that 
humans, yet, are able to leave the solar system. The fact that the 
people in space -—- from asteroid miners to Martian colonists —- 


all different types of people is another plus. In addition, there 
are suggestions —- particularly in the show that focussed on the 
asteroid miners —- that some of these human groups have formed 
cultures rather different to the main-stream ones on Earth that 
they've left behind, perhaps eventually developing into something 


bad 


the 


quite alien. People on both sides of the conflict are 
three-dimensional for the most part, even the main characters 
having weak points and faults as well as the more conventional 
"good points". And the bad guys aren't all totally evil, either; 
quite a few of them show such traits as honor and dedication —- if 
in the service to the wrong side. This is rather unusual for an 
American TV series, though admittedly the Japanese have been doing 
it in animated shows for quite some time, starting with the first 
Gundam series... There even seem to be motivations for the bad 
guys, even if what they are isn't made clear. 


And that leads to one of the main weak points of the series. Dark 
and his minions are left rather too undeveloped as far as 
motivations and such. How did Dark manage to get so much power? 
Where did he get the money to build his flagship and all those 
robots and Shadowbats? Just what the heck does he want, anyway? An 
attempt was made to show that he wasn't just your stereotypical 


guy who either likes being evil and nasty or is simply 
power-hungry; but this was never followed up —- in the episodes 
broadcast, anyway —- by explainations of what was going on. This 
can be very frustrating. 


Also, while it is implied that Starcom has lots and lots of people 
serving in its ranks, one could easily assume from watching the 
aired episodes that there were only 100 or fewer people serving in 
the "U.S. Space Forces". (And yes, that title is also a source of 
some irriation -- luckily it isn't played up big in the series 
itself.) Almost the only female in Starcom we ever see is Kelsey. 
Starcom doesn't have the excuse that Star Trek did for not showing 
the rest of the crew -—- so long as those animated characters don't 
speak, it doesn't cost extra money to show lots of "extras" on the 
"set"! Yet only in one or maybe two episodes did they take 
advantage of this -- the main one I can think of is in "The Long 
Fall", when the "Big Three" are walking through Ring Station to 


control room, and we see other folks in Starcom uniforms in the 
corridors. 
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If the "Big Three" really are full Colonels, “commanding their own 
branches of service within Starcom" as Kelsey describes them in 
"The Last Star Ranger", then what the heck are they doing out 


there 


go 


getting into trouble all the time?!?! This may seem a minor point, 
but for someone like me who has been in the military, it just 
doesn't ring true. A Wing or Division Commander may occasionally 


out and fly a bomber or fighter just to keep his hand in, but he 
doesn't go on all sorts of missions all the time! He's too busy 
handling the administrative side of his job to do that —- that's 
what all the people under him are there for! It would have been 
much better if they'd made the Big Three into Captains or Majors 


people in such ranks normally have at least some power and pull, 
but they would also be believeable going on regular patrol and 
such. Plus, speaking of Captains and Majors —- why is almost every 
character on the show either low-ranking enlisted men, or 


Colonels, 


Generals, and Admirals? The majority of almost any armed force are 
the middle-ranks of both officers and men. Where are all the 
Captains, Majors, Technical Sergeants, and such? 


I am also rather annoyed at the lack of women in Starcom -- or the 
Shadow Force, for that matter. Once in a while we get a glimpse of 
a woman in Starcom uniform, and several of the cadets in "The Boys 
who Cried Dark" are women, but...Kelsey and Malvanna just aren't 
enough! Most of the women who show up in this series are 


scientists 


-—- useful in their place, and admittedly that's a stronger role 
model for young women than many we've seen in the past, but 
Still!!! Another case of the women characters being relegated to 
non-aggressive roles. 


The music composed for this show is -—- forgettable. So forgettable 
that two days after I watched all 13 episodes in order to make my 
notes for the synopses, for the life of me I can't remember any of 
the music except for a few bars of the opening credits. I wish 
American studios would pay as much attention to the music that is 
written for their animated series as the Japanese do. (Not much 
hope of it, but I can hope.) *Sighx 


The toys released in connection with this series, especially the 
action figures, were really quite pitiful...If your only contact 
with this show were the toys, I can well understand why someone 
might decide that this show wasn't worth watching! 


Still, most of my complaints about Starcom are more nit-picky than 
major faults. If you haven't seen this show, give it a chance, 
anyway. It's pretty darned good compared to a lot of what this 
country airs in the way of animated "kiddie fare"; and you'll find 
there is quite a bit of stuff in this show that only a person 


older 


than the "kiddies" will understand and find humorous... 
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== Manga Madness == 
== by Paul Sudlow == 


Hello, and welcome to a new (hopefully) monthly column dedicated 


to 
bringing the best of the manga world to the pages of Animation 
Velocity. There are a dozen manga published for every OVA and 
movie 


dubbed at the factories, and in this column, we'll be covering as 
many as possible. 


I'll be covering manga both new and old, both fairly easy to 


obtain 
in the States, and the rare. I will make a brave attempt to cover 
all of the genre popular in Japan, not only the comedy and shonen 
(boys) comics which already enjoy a healthy circulation and 
popularity in America, but the shojo (girls) comics, horror, 
science fiction, sports comics, men's comics, and fanzines as 
well. 
This will hopefully expose AV's readers to some great manga that 
they might not otherwise ever hear of. Naturally, I cannot be an 
expert on every topic, and coverage of these subjects will be as 
in-depth as the information, resources, and translating time I 
have 
at my disposal. 


Some of the manga I'll be covering will probably be a little hard 
for the average American fan to obtain, so if you see something 
you 
particularly want, be prepared to work to find it. I'll provide as 
much info on each manga I spotlight as I can, to facilitate 
ordering. If you need help on finding a place to order from, 
Nikaku 
Animart is a prima mail order center, from what I hear, and you 
might try Books Nippon if you get really desperate, though they 
have a reputation for being somewhat unreliable, and very 
expensive. Many big cities (and all of the cities with Japanese 
consulates) have Japanese bookstores/grocery stores, where you 
might be able to order manga. Check your phone books. Finally, 
other fen might be able to help out, especially if they live near 
one of the aforementioned bookstores. Cons are the least likely 
place to find all but the most popular manga, as dealers tend to 
stock only the sukebe (pervert) and giant robot anime books (I've 
been to many cons, and only one, a Worldcon yet, had a dealer 
carrying even such a major series such as Urusei Yatsura). 
Besides, 
many of them also sell bootlegs, and their booths to be therefore 
avoided. If you have any further questions, try writing the FAST 
Welcommittee, which I seem to have something to do with. 


To get things rolling, this month we'll take a look at a short but 
quite good manga by Masamune Shirow, as well as a cooking manga 
(yeah, you heard right), that the folks in Tokyo are eating up. 


DOMINION 


Shirow is well-known in the States for his award-winning and 
On-going manga series, Appleseed, as well as his previous work, 
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Black Magic M-66. While progressing on Appleseed, Mr. Shirow has 

Still managed to crank out a few stories in- between chapters. One 

such manga is a rather short but meaningful tale entitled 
Dominion. 


The story takes place in future Kobe (a major port city of Japan), 

a city so besieged by bacteria-infested smog that both humans and 

animals have to wear protective gas masks to brave the ruined 

atmosphere. Only a few hardy souls have the constitution to stand 

breathing the air unaided by air filters for short periods of 
time, 

and from those few the police force recruits its officers. Leona 
is 

a young police officer in the Kobe Tank Police, and along with her 

partner Alu, mans Bonaparte, a diminutive but sturdy tank, and the 

love of Leona's Life. 


Leona's troubles begin when she is put in charge of protecting a 
project that the Heavy Science Development Agency has developed (I 
love these names). This project, code-named "Green Peace," takes 
the form of a part plant, part human hybrid girl named Crolis. 
Toted as the next great next step in human evolution, Crolis feeds 
by photosynthesis (and can thus survive in the open), and has two 
delicate wings on her back to better capture the sun's rays. The 
fact that Crolis has not only attracted the attention of a very 
obstinate media, but also Buaku, the biggest, baddest gangster of 
Kobe, makes keeping her safe a little complicated. Especially when 
he sets out with his two devastivatingly beautiful and catty 
bioroid minions, Annapuna and Unlpuma, to kidnap her! 


Buaku and the Tank Police then embark on an on-going game of 
"capture-back-the-Crolis," until Buaka escalates the war by having 
Annapuna and Unlapuma steal two 'landmates' from the Navy, and 
kidnaps an entire maternity ward of mutant babies. Unfortunately, 
he has made the major error of seriously damaging Bonaparte, and 
that has put Leona on the warpath! 


Like Appleseed, this is a fairly serious work interspersed with 
light moments. In Dominion, Shirow seems to be expressing his 


concern that the Japanese are destroying the delicate balance of 
nature by rushing forward to embrace each new development of high 
technology without first considering the possible side-effects on 
the environment. The title refers to man's need to control his 
environment. How well he accomplishes this goal is the question 
Shirow addresses. 


Dominion originally ran in Young Magazine (I think), from October 

1986 through February 1987. This compilation is in the prestige 

format, with several full color pages, and the same silky 
cardstock 

cover that the new English-edition Mai reprints got. As usual, 

Shirow rewards readers with sharp eyes; for example, look for the 

cameo by Kei and Yuri somewhere in Part II. Several Dominion OVAs 

were released recently. Far less serious than the manga, they 
serve 

as prequels to the series, and relate Leona's first days in the 

Tank Police. A final note to Shirow fen: a new series, called Ko 

Kaku Kidotai (The Mobile Armored Riot Police) began its regular 
run 

in Young Magazine in July. The story has a heavy cyber-punk feel 
to 

it, and once again features a female lead. It will probably 

resurface as an OVA within a few months. 
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Dominion 

(c) 1987 by Masumune Shirow 
Compiled by Jets Comics 
Hakusensha Publishing Company Ltd. 
182 pp 

85@ yen 


THE CHEF 


It is hard to imagine that anyone could really concoct an 


interesting manga about the adventures of a professional chef, but 
that is what Mai Tsuugina and Tadashi Kato have done. 


Takumi Ajisawa is the Phantom Chef, a free-lance world-class cook 

who travels about Japan, cooking for various establishments, and 

touching people's lives in different ways. That is not to say 
that 

Ajisawa is a do-gooder. In fact, he is quite a stoic character, 

and governs himself with his own brand of strict professional and 

ethical codes (even if no one else altogether understands them). 

However, his eyes miss nothing, and his manner and mere presence 

tends to serve as a catalyst for people's problems to surface 
where 

they can be dealt with. 


For example, in one story in the first manga compilation, Ajisawa 
is asked to judge a cooking contest between celebrities. He turns 
the offer down, since he promised his father he would never become 
a man who makes a living talking. Still, he shows up at the 
contest because a friend of his is a contestant. She asks him 
which cook he thought was the best in the studio, and he points to 
the studio cook, who makes prop food for the actors. She hadn't 
been in the contest, but her dedication in making the food 
delicious for the actors when she didn't have too had impressed 
him. 


The plot lines and motivations behind this manga are very 
Japanese. 

Those who enjoy studying Japanese culture might find this manga an 

interesting study in the interactions of obligations and loyalites 

(on) that make up Japanese relationships. The stories are not 

terribly exciting or action packed, and features very few girls 

running about in their underwear, but the intruiging character of 

Ajisawa, the structure of the stories, and the solid art sytle 
have 

givenThe Chef a loyal following in one of the more popular men's 

monthly manga magazines. 


The Chef has run for over six years, and has been collected in 20 
manga compliations thus far. Seven early stories from The Chef 
were selected in 1987 to serve as an English textbook by the Japan 
Times, and published together in English. This edition may be 
found in the language section of Japanese bookstores, or ordered 
through a mail order business. 


The Chef 

(c) Mai Tsurugina and Tadashi Kato 

Guraku Publishing 

370 yen each 

* Seven stories compiled in English by the Japan Times, Ltd., 188 


pp, <157>850 
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Well, OK, then! I'll be back next issue to discuss two more 
manga, 

a collection of stories by an artist little-known in this country, 

and a manga collection of stories about a certain rambuncious 

redhead that is very well known in the States. Ja mata! 


Hi ho, and welcome back to the Little column where we'll check out 
a few more manga. As promised, something familiar, and something 
new. First, the new... 


Keiko Fukuyama is a top-notched manga artist, who has moved 
steadily from an amateur to professional status in recent years. 
Her work has appeared in a variety of manga outlets, and she most 
recently ran a two-paged strip in memory of Tezuka in a special 
Tezuka issue of Comic Box, the Japanese equalivent of Comics 
Interview or Comics Journal. The fact that her dedication stood 
alongside those of Hayao Miyazaki and Rieji Matsumoto is an 
indication of the high regard in which Fukuyama is held by 
Japanese 
fen. 


Rhyme is a small collection of some of Fukuyama's works, ranging 
from the serious to the farcical, though the work has an overall 
light mood. 54 pages of this collection are in full color, showing 
her mastery of watercolor and chalks. Some of the highlights: 

The title story is about a girl who tries on a 'bat suit,' made by 
a scientist friend, that enables the wearer to fly. This turns out 
to be because it is actually a mutated living bat, which is 


stor 


revealed when it gets hungry and begins to fly into swarms of 
insects, dragging the poor girl with it! Fukuyama's lush nighttime 
scenes, rendered in color, are a real treat. There is also Summer 
Secret, a charming tale about a little girl who saves a mermaid 
from a fish and receives a pearl in return. Noise is a longer 

y 

about Little Minamoto-chan, a child singer, and the drama 
surrounding her rise to fame (also featuring a hilarous gag in 
which a character runs to a record store to buy a poster of a 
famous Madonna-type rock star named Bosuta, and winds up with a 
poster of a famous male traditional singer of the same name!). 
Fukuyama is a big Miyazaki fan, and there are several pages 
dedicated to his Nausica epic, a 12 month calendar art gallery, 


and 
a number of other stories. For those seeking a mellow manga style, 
or who simply wish to see color manga done well, Rhyme satisfies 
both admirably. 
Rhyme 
(c) 1986 Keiko Fukuyama 
Published by AC, Creative Sano Japan 
118 pp 
650 yen 
Anime Parody (Project A-ko) 
There can be no doubt that the movie Project A-ko has struck a 
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chord in both American and Japanese fandoms. Produced and animated 
by Shueisha, the folks of Creme Lemon fame, Project A-ko was in 
many ways the originator of the ‘panty shot' genre, and the first 
in a long and seemingly never-ending line of movies and OVAs 
dedicated to mild titilation and ribald comedy. Although many of 
these features (and even the later Project A-ko OVAs) lack the 
wit, 


frantic humor, and sheer energy that made the original a classic, 


Kei Eizi, in her series of Project A-ko parodies, has succeeded in 
breathing new life into the formula. 


The Anime Parody is a series of 11 stories that Eizi (a somewhat 
suggestive psudonym, to be sure) published between August 1986 and 
August 1988 in Fairy Dust magazine. Despite the indication of the 
title, most of the tales in this compilation are relatively 
straight (insofar as the word 'straight' can hold true for any 
Project A-ko story), and can best be thought of as stories of the 
"Further Adventures of A-ko" variety. 


The stories themselves range from Youthful Reduction, a short and 
Simple flashback tale of the adolescent battles between A-ko and 
B-ko, to Classwork Once Again!!, in which Aume Sensei gets asked 
all sorts of embarassing questions by her students, and in which 
A-ko faces the most absurd of B- ko's robotic minions. Other 
stories are more fanciful, such as Project B-ko, in which B-ko 
wishes that she could trade places with A-ko, and gets her wish in 
a way she lives to regret. There is also an "A-ko in Space" 


parody, 


and 


and a tale in which B-ko's doppleganger shows up to challenge her 
identity; on the air! Scattered among these and the remaining 
stories are a dozen or so pages of random one-shot gags, strips 


art galleries. 


For the Project A-ko fan, this is a manga that cannot fail to 
please. Eizi's character designs are right on target, and she 
neatly captures the character and expressions so loved in the 
movie. For those that are interested in other Project A-ko manga, 
Johi "Outlanders" Manabe did a manga adaptation of the movie a few 
years back, though I don't recall who published it. 


Anime Parody (Project A-ko) 
(c) 1988 Kei Eizi 

Compiled by FD Comics 
Soeishinsa Publishing Company 
192 pp 

500 yen 


That wraps it up for this month. Next time out we'll check out a 
manga that combines the Japanese manga style with the gothic feel 
of Edgar Allen Poe, Vampire Miyu. ‘Til then, mata ne! 
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== Anime Filk Songs == 
== by Ann Nichols == 


Dr Zin, He had a Boast 
Tune: Old MacDonald Had a Farm 


Dr Zin, he had a boast, 

"T can beat that Quest." 

And to that boast he made a toast, 

"T will beat that Quest!" 

With a grand plan here, a grand plan there, 
Here a plan, there a plan, 

Everywhere a grand plan. 

Dr Zin, he had a boast, 

"T can beat that Quest." 


Dr Zin, he had a scheme, 

"IT will spy on Quest." 

His robot spider's eye did gleam, 

"IT will spy on Quest!" 

With a suction cup here, a suction cup there, 
Here a cup, there a cup, 

Everywhere a suction cup. 

Dr Zin, he had a scheme, 

"IT will spy on Quest." 


Dr Zin has a lament, 
"Quest shot down my spy!" 
To lament he seems quite bent, 


"Quest shot down my spy!" 

With a big groan here, a big groan there, 
Here a groan, there a groan, 

Everywhere a big groan. 

Dr Zin has a Lament, 

"Quest shot down my spy!" 


Dr Zin, he has a plan, 

"T will waylay Quest!" 

He's worked out his plan with elan, 

"IT will waylay Quest!" 

With a henchman here, a henchman there, 
Here a man, there a man, 

Everywhere a henchman. 

Dr Zin, he has a plan, 

"IT will waylay Quest!" 


Dr Zin, he made a cry, 

"Quest escaped my trap!" 

To soothe his nerves some flunkies die, 
"Quest escaped my trap!" 

With a smart move here, a smart move there, 
Here a move, there a move, 

Everywhere a smart move. 
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Dr Zin, he made a cry, 
"Quest escaped my trap!" 


Dr Zin, he has a dream, 

"T will kill that Quest!" 

When he dreams he wants to scream, 

"T will kill that Quest!" 

With a ray gun here, a ray gun there, 
Here a gun, there a gun, 

Everywhere a ray gun. 

Dr Zin, he has a dream, 


"I will kill that Quest!" 


Dr Zin, he never learns, 

He can't defeat Quest. 

When he tries, he just gets burned, 

He can't defeat Quest. 

With another bust here, another bust there, 
Here a bust, there a bust, 

Everywhere another bust. 

Dr Zin, he never learns, 

He can't defeat Quest. 


[And in keeping with the Christmas Spirit, we have the 
following--RSS] 


I'm Looking for a Cute Villain 
Tune: I'm Dreaming of a White Christmas 


I'm looking for a cute villain, 

Yes, that is what I'm looking for, 

With his front and back 

Clad in sexy black 

That's so tight, he leaves me wanting more. 
I'm looking for a cute villain, 

Just give those dull heroes the boot! 

If he's evil, who gives a hoot? 

What counts is if that villain's cute! 
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== Running an Anime Room at a Convention == 
== by Patricia Munson-Siter == 


One constant request I've heard over my years in anime fandom is 

for information on how to run animation rooms at conventions. I've 

been involved in helping run the anime room at Starcon and 
Starfest 

in Denver since early 1986 (as well as in charge of the anime room 

at a very small con in New Orleans called "Fen Faire"), so may 
have 

at least a few tips to help out those of you who are just starting 

out. Who Knows, I may even have a few ideas that will be new to 

those of you who've already been running video rooms! 


While there is always the option of running an anime schedule out 
of your own hotel room, this article deals with running an anime 
video room as part of a convention's official program of events. 
The first step is convincing a convention committee to let you 
show 
anime at a convention in the first place. There's basically only 
one way to do this —- and that's perseverance. Keep on talking to 
people on the convention committee (hereafter referred to as "con 
com"); have fellow fans write the con com and request that they 
show anime -—- usually requests for specific shows or movies work 
best at the beginning. Don't be surprised if you're only given a 
few hours as part of "regular" video programming at first; at 
least 
it's a first step! That's what happened with us with Starcon/fest. 
Make sure you put up your own advertising for the hours anime is 
going to be shown —- put up posters (with anime artwork if 
possible), and if there are [non-pirate--RSS] dealers in the 
dealers' room with anime merchandise ask them to help you 
advertise 
what and when you're showing -—- it will help their sales as well 
Lf 


more folks become familiar with anime, after all! 


Encourage members of the con staff to drop by the video room while 

you're showing anime; let them count heads. (Unfortunately, 
running 

an anime room in your personal hotel room doesn't help that much 
in 

this case -—- con staff often don't have time to check rooms that 

aren't official parts of the convention, and the small size of 
such 

rooms seriously limits the number of people who can show up, too!) 

At Starcon/fest, the con staff quickly discovered that we usually 

had more people in the room while showing anime than when regular 

videos were showing. (They still check up on us 3 years later —- 

and some of the staff tell us our room frequently has more people 

in it than the majority of their panels. That's how we convinced 

the con com to give us bigger and bigger rooms since the first 
one, 

where we could fit in perhaps 25 to 3@ people if they squeeze 
tight 

-- the new room is large enough for 200!) Tell the people who come 

to watch to make sure they thank the con staff for allowing anime 

to be shown, and write letters asking for specific anime —- and 

longer hours! -- for the next convention. They can also ask for a 

separate room for anime as well. In our case, the Starcon/fest con 

com ended up getting (and still gets) more mail requesting 
specific 

anime shows and features than for any other type of programming. 


It should be noted here that it's extremely important to keep on 
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good terms with the con com and keep open lines of communication 
with them. Technically you're part of the con staff once you start 
running any part of a con's activities, but sometimes that fact 
gets lost. Don't allow an "us against them" type of syndrome to 
start, or you may find yourself no longer allowed to show anime at 


the convention after all. If the con com imposes rules you 


disagree 


be 


at 


with, follow them anyway [unless you know their requirements to be 
violations of the law -—- such as requiring con membership for 
admission to a video room in Texas, under Texas law you cannot 
charge any type of admission to a video room without having an 
expensive theater Licence; but you should be able to clear up such 
potential problems well before the convention--RSS]. The con may 


Operating under rules imposed by the hotel, local laws, insurance 
policies, and so forth you don't know about. Plus, if you really 
strongly object, you can always ask the con com for a rules change 
-—- and explain why you want the change! If at all possible, have 


least one member of your group that's putting together the anime 
programming attend con planning meetings. That way you can get up 
to date information on what's going on, and it is much easier to 
introduce your own ideas as well! Plus it helps convince the con 
com that you are interested in the convention as a whole rather 
than just your own small part of it; that you want to be a member 
of the team effort that makes a con work rather than off ina 
corner doing your own thing! 


OK, now you've convinced the con com that it's a good idea to have 
an anime video room -- what do you do next? Probably start working 
on just what you're going to show! You should have a schedule 
worked out in advance —- preferably at least two months in 


advance, 


to 


of 


and 


so there's time to prepare synopses for shows in Japanese and get 
them to the con com for printing. (The deadline for the schedule 
may also be determined by the "drop dead" date for the convention 
schedule, which hopefully will include a copy of your anime room 
line-up! It should, anyway, if you're keeping good lines of 
communication open with the con com...) One month is about the 
latest for setting a schedule. 


Remember when you're setting up your list of shows that you want 


attract people to the room who ARE NOT familiar with Japanese 
anime, rather than appealing to just those who are already in love 
with anime. For this reason, you should try to have the majority 


the stuff you're showing either in English or at least subtitled. 
(Even detailed synopses won't help that much —- many people won't 
bother to read through them before hand, and often —- especially 
with small, local or regional cons, the con com won't have the 
money to print the type of synopses you might prefer. This is also 
a reason to xerox off 10 to 20 copies of your detailed synopses 


have them available in the anime room —- if you find out in time 


from the con staff that they won't print detailed synopses, you 
could even arrange to print off more copies and sell them at 
cost...) It also helps to include at least a few of the old, 
favorite shows of the past. Many SF fans have fond memories of 
shows like Speed Racer, Prince Planet, Eighth Man, Battle of the 
Planets, StarBlazers, and even Robotech. The key here is to 
encourage the average SF fan to come into your anime room in the 
first place, and showing at least a few episodes of these shows —- 
even if they are not to your own liking —- may well do the trick! 


Copyright (c) 1989, 1990 by Anime Publications Bureau & Randall 
Stukey 


Electronic Animation Velocity Volume @ Number 2 Page 
54 


Ensure that most of the programs you show that are in Japanese 
have 

lots of action that will help hold the audience who doesn't 

understand the language. I myself am not terribly fond of 
Bubblegum 

Crisis or “battling 'bot" shows like Ledeus or such, but your 

typical con audience will enjoy them. Slow, "talking head" 
features 

like Odin, Tale of Genji, or Night on the Galactic Railroad, on 
the 

other hand, will probably bore the normal con audience. 


Another type of show we find goes over well are features, OAVs, 
and 
series based on manga that are or have been translated into 
English. Even if you only have these in Japanese you'll still draw 
in fairly large crowds —- and because these people are familiar 
with the translated comics most of them will be able to follow the 
story line without too much prompting. These include Appleseed, 
Lum, Area 88, Justy, Dagger of Kamui, Dominion, Venus Wars, Black 
Magic M-66, What's Michael? and others that either have been, 
currently are, or will be translated. 


There is a fair amount of anime that has been translated as well. 
I know many of us wince when we see Warriors of the Wind, but 


every 
time we've shown it at conventions in Denver we've gotten large 
audiences. Peregrine put out a line of about 10 dubbed anime 
features, most of which are not bad (if not great) and which go 
over fairly well. There are also lots of American animated shows 
that you can show -- Galaxy Rangers, Starcom, and Real 

Ghostbusters 
are examples. (We generally try to show TV series that are not 
available in Denver rather than ones the audience can pick up on 
their TVs at home.) Animated movies like the Transformer Movie, 
Secret of NIMH, and Starchaser: Legend of Orin have also gone over 
well at our conventions. Don't turn up your noses at such fare —- 
your goal, after all, is to attract and then keep an audience in 
your room! Once they're interested in anime, then you start 
introducing them to the Japanese originals! 


Of course, you don't want to totally neglect those coming to the 

con who are anime fans, so at least a few new features and/or 
shows 

should be on your schedule. You may want to show these at times 

when the con is having appearances by the main guests —- that way, 

people who are more interested in anime than talks by various TV 
or 

movie stars can come get their fix while the folks who aren't as 

interested in anime can go see their favorites -- and not worry 

about missing something in the anime room they may want to see. 


Now that you've set up a show schedule, it's time to decide who is 

going to work the room. First, you need to find out from the con 

com how many of your staff are going to be recognized as con staff 

and get either free or reduced memberships. It is important that 
at 

least a few of your staff be official con staff and thus will be 

recognized as having not only responsibility for your room but 
also 

some authority when dealing with hotel staff, people who insist on 

being disruptive in the room, and so on. If the staff memberships 

are not sufficient in number to insure the room is manned 

completely and the con staff can't or won't give you more con 
staff 

memberships, you'll have to decide among basically three options: 

1) have those who can afford it buy memberships and still help 
work 

the room; 2) Have everyone on the anime room staff pitch in to 
help 
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buy the additional memberships, or 3) if there are members of the 
group who are willing to help out but aren't interested in seeing 
the rest of the convention, get permission for them to help out 
with the room without needing to buy a membership. (I know there 
have been instances where membership buttons and such also got 
traded around so everyone got to go to events they were interested 
in, but technically that's illegal so I can't recommend it.) You 
should also try and make sure that the people on your con staff 


trustworthy —- I'm not talking so much about being sure they won't 
steal stuff, but that you can trust them to work when they are 
Supposed to rather than "sluffing off" whenever they're given the 
chance. 


How many people are needed to run a room also depends on how many 
days and how many hours the room will have to be run. A three or 
four day con where the anime room will be operating 24 hours a day 
will obviously need more people to run it than for a 2 day con 
where the room will be closed from midnight to 6 am Sunday 


morning. 


the 


time 


Whether you set up a schedule of who is supposed to work which 
hours or not depends on the people in your group as well as how 
much time you're looking at. Starcon/fest opens at 6pm on Fridays 
and closes at 6pm Sunday; and most of the official programming 
(including anime and video rooms) are closed from midnight to 6 or 
7 am each morning. We normally have 4 people officially working 


room with no set schedule —- we each take turns going to the art 
show, dealers room, costume call, panels and such —- insuring that 
at least ONE of us is in the room at any one time. Most of the 


2 or 3 of us are present. We also take turns going to eat or 
bringing food in for those still in the room. If we operated the 
room 24 hours a day we'd have to have a schedule set up (and more 
people as well) to allow two people in the room at a time, 


probably 


(It 


on four or eight hour shifts -- with two people, you could spell 
each other when trips to the rest rooms or such became necessary, 
while also allowing the off-shift time to sleep, eat, and such. 


would also help to insure that those working the room would be 

scheduled to be on duty when programs they liked were being shown 

—- that helps you keep awake, and usually a person who likes a 
show 

is more likely to be able to answer questions about what's going 

on!) Again, having at least one person in the room is more 


important than keeping strictly to the schedule —- but whoever is 
in charge should also make sure that someone doesn't take 
advantage 


of other members of the team and disappear for two or three hours 
during a shift because someone else lets them! [Whether this will 
become a problem for you may well depend on the reason the anime 
staff are coming to the con! If your anime staff people are going 
to the con to run the anime video room, chances are you will have 
no problems. But if your people are on the video room staff mainly 
to get a free pass to the con, you may have some problems in this 
area. The EDC has had problems in this area running the video 
rooms 
in Dallas, for example, while FAST has never had this problem 
running the video rooms in San Antonio and Austin. You see the 
Dallas Fantasy Fairs have a hundred or so guests and lots of stuff 
going on, so many people work the video room to get in the con; 
while the San Antonio and Austin Fan Fairs have no guests and only 
a small dealers room (and the video room is often the only 


activity 
other than gaming) so our people are there to run the video 
room—-RSS] 
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Another question that should be settled far in advance with the 
con 

com is that of where the hardware -- VCRs, cables, TVs, and such —- 

are coming from. Quite often small cons can't afford to lease 
hotel 

equipment for your room, in which case you'll have to provide your 

own. Even if the con is providing your equipment, it's a good idea 


to have your own equipment available in case of problems -—- for 
example, if the hotel or rented equipment breaks down and it looks 
like it may take a while for it to be replaced. If you want to 


show 


unusual formats like laser disks which are not commonly available 
for rental, you should expect to provide your own as well. In any 
case, allow for equipment to cool off —- you need to have at least 
two VCRs, and I'd recommend 3 or 4 to be safe. Insure you also 
bring a box filled with cables, every type of cable connection you 
can think of, splitter boxes and/or connections, and so on as 


well. 


It can be extremely frustrating to have all the rest of the 
equipment and then find out you don't have the proper equipment to 
connect the VCRs to the TVs you have. 


Unless you've a super-large screen or projection TV, (which most 
small conventions simply cannot afford or may not even have access 
to -- in Denver it would cost us a minimum of $500 a day for a 
projection TV) I'd also recommend that you have two to four TVs 
with 19 inch or larger screens (and accompanying splitter 


equipment 


to 


to 


[If 


out 


and 40 to 60 foot cables to go with them). That way you can have 
two TVs up front and hopefully two to either side about half-way 


the rear of the room as well. It's not unusual for us to have 60 


100 people in our room in Denver (we had almost 20@ when we showed 
Akira the first time); larger cities and larger cons might well 
expect even bigger numbers. One relatively small TV (even 19 inch) 
just isn't big enough for that many people to try and watch at one 
time! Having TVs in several places in the room also allows people 
to spread out a little, decreasing the build-up of body heat... 


you do have a super-large screen or projection TV, you might still 
want to bring a smaller TV to use as a monitor-—-RSS] 


Which reminds me —- another thing that is wise to bring along are 
a few portable fans! Even with air-conditioned hotels, if you get 
a lot of people in a room the air conditioning may not be able to 
cool things quite enough. 


You may want to have some sort of speaker system as well. The 
Speakers on most TVs simply aren't loud enough ——- or the sound 
quality degenerates at levels loud enough —- for the audience to 
hear well. You can also more easily turn down the sound of a 
speaker system when you're changing tapes —- static that loud is 
annoying at best... (Some VCRs now turn off the sound and black 


the screen themselves when there's no signal from either a video 
tape or outside source, but you can't be sure you'll have that 


type 
of VCR available with the room...) Again, have the proper cables, 
amplifiers, and such needed for the system you are using. 


It might also be a good idea to have at least one multi-plug 
"power 

box" in your equipment box in case the anime room doesn't have 

enough outlets to plug all the TVs and such into. Extension cords 

-—- make sure they're rated for the amount of power you're going to 

be using! -- are also a must. 
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Keep your VCRs in a place out of the way of the audience. We have 
ours on tables behind the TVs in the front of the room, and are 
careful to barricade the space between the tables and the front 
wall so the audience can't walk there. Only members of the anime 
room staff is allowed behind the tables. Our tapes are also kept 
in 
this area, usually in boxes below the tables. The "demo 
tape" (I'll 
explain this term a little later in the article) and the "next 
tape 


up" is usually placed near the VCR so when it's time to change 

tapes the on-duty staff doesn't have to go search for it. In 

addition, it's real nice to have VCRs with remote controls so the 

on-duty staff isn't tied to the VCR all the time...Also, make sure 

your anime room staff is familiar with the operation of all the 

equipment you are using! If the equipment is rented, make sure 

whoever delivers it explains any special features and such. Every 

brand, every make of video equipment is a little different, so 
this 

can be real important. VCRs should be placed so that your staff 
can 

get to them easily to not only change tapes but also do quick 
fixes 

(change tracking, rescue a tape that's getting "eaten", change 


cables if it's time to change VCRs, and so on) as necessary. Have 
a second VCR in place and ready to go just in case you have to 
change machines on short notice (say, if the one in operation 


burns 


out a fuse or something...). You might also want to have the 


second 


or 


machine hooked up to a small TV in case you have to fast forward 


reverse a tape to find the next show on the schedule. It is also 
quite helpful to have a tape re-winder on hand to rewind tapes, 
rather than depend on the VCRs to do it. (Well, I recommend that 
anyone who watches as many tapes as many anime fans do invest ina 
video tape rewinder! It reduces some of the stress on your VCR's 
motor and belts.) 


While we're discussing equipment, I should also encourage anyone 
running an anime or any video room to arrive early -—- at least an 
hour or two before the room is supposed to open —- and get set up. 
This way you can try out all the equipment before you've got an 
audience waiting. It also insures that if there is something 
missing -- say, a particular type of connection —- you should have 
enough time to run home or down to a local Radio Shack or other 
store and acquire the equipment you need. If it's rented 


equipment, 


it'll give you a chance to insure the company providing the 
equipment will get the missing hardware there in time for you to 
open the room by the scheduled time. 


Now that we've talked about the hardware, it's time to mention the 
"software" -—- the video tapes or laser disks with the programs you 
want to show. First off, let me emphasize that this is a 


convention 


you're showing anime at, not a meeting of your anime group! That 
means that even if your anime room staff keeps a sharp eye out, 
there is a chance that some of your stuff may disappear. Tapes 


seem 


to be the easiest targets for the "grazing" con-goer. That's one 
reason the tapes at the cons I've worked are kept under the tables 
in front, where non-anime-staff are not allowed. We've still had a 
few tapes disappear. Therefore, I strongly recommend that you 


don't 


bring non-replaceable tapes or expensive pre-records to 
conventions, even if they'd give the best pictures and such. Make 
copies of your originals and show the copies instead. (At the New 
Orleans convention -—- which I flew to -- I taped everything at 
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either four or six hour speed, in the order in which they were to 
be shown, and only brought those tapes to the con with me. This 
was 
to save space in the luggage as well as help prevent possible 
theft!) If you've got to bring originals, especially either 
Japanese tapes or laser disks, then bring them down in person from 
your hotel room just prior to their being shown, and then return 
them to your room as soon as they're taken out of the VCR or LD 
player. Better safe than sorry...Try and keep your tapes all in 
one 
place (even if in separate boxes if they are from more than one 
source) close to the VCRs but far enough away from them to insure 
there is no fogging of tapes due to magnetic interference. 


We usually schedule TV episodes and features for ending at the 
hour 
or half-hour. As TV episodes frequently are actually only 22 to 25 
minutes long, that means that you'll start running ahead of 
schedule real quickly. The solution to this problem is the "demo 
tape" I mentioned earlier. A "demo tape" is a collection of 
material you've taped that can be shown for five to ten minutes at 
a time. My own demo tapes run to three different types: the first, 
and probably the most common in anime fandom, is a collection of 
Opening and closing credits from both TV shows and movies. In my 
case I've added some American show credits as well as those from 
Japanese anime. The second type of demo tape I make up consists of 
various anime music videos - those I've made myself, those from 
CDVs, and "official" music videos like Hurricane Live, Love Live 
Alive, Flashback 2012, the Dancougar Music Video, and several 
others. Finally, I have demo tapes from various shows that have 
short vignettes rather than full story lines. The primary example 
of this is What's Michael?, and several specials that have aired 
with computer animation -—- most of the computer anime clips in 
these specials last only 2 to 5 minutes, just about right to use 
as 
"filler" between your scheduled features. Plus, the material on 
demo tapes often intrigues at least a few members of your audience 
into asking to see other shows not on the schedule! 


Make sure you include at least a few hours of "request time" and 


bring along a number of source tapes for this. Set up a piece of 
paper at the door or at a table somewhere in the room where people 
can write down what shows they request. At Starcon/fest we will 
not 
accept requests for second showings of anything on the programmed 
schedule. We also usually restrict requests to either TV shows or 
short OAVs --— none longer than 45 minutes and preferably no longer 
than 30, to insure we can honor the largest number of requests. If 
you don't live in the local area and therefore can't run home to 
get tapes to honor requests, you may also want to have a list of 
what you have at the con next to the request list, so people won't 
be disappointed when they ask for something and then find out you 
don't have it. We try and show requests on a first come, first 
shown basis —- whatever's on the request list first gets shown 
first when request time begins. We find that trying to take votes 
on what people want shown tends to get out of hand real quick. Our 
method also allows someone to go somewhere else and then return 
when the show he or she has requested is due to be shown. 


In most cases our anime con staff brings along anime posters 

related to the shows we have scheduled to put up in the anime 
room. 

Because the hotel Starcon/fest is held in does not allow posters 
to 
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be taped up to their walls, the ones we bring are already mounted 

in "poster frames" -—- the back side is either plywood or 
cardboard, 


and the front is clear plastic. These poster frames are available 

in a large number of sizes from stores such as K-Mart, Target, 
Pier 

One Imports, and so on. We lean the posters up against the front 
of 

the tables the TVs are on, and one -—- usually from the show on, or 

the next one we have a poster for, anyway! -- is set up next to 
the 


schedule posted outside the door (in view of the staff to insure 
it 

doesn't disappear). Often the colorful posters will draw in people 

who have no idea what anime is, and once they're inside you've got 

a chance to interest them in what you are showing. 


We usually have a small table up by the entrance to the anime room 
where we try and put flyers and such —- extra catalogs from places 
like Nikaku Animart, membership flyers from various groups (NOT 
just the local group if at all possible; some people may well be 
coming in from out of state. In general, we try to put out flyers 
from aS many groups as we have flyers for), projects like Lynn 
Johnson's Anime Encyclopedia, and so on. In our case, we only put 
out flyers for groups and organizations and such that at least one 
of us has personal experience with and thus knows is "Safe". This 
helps answers questions from people in the audience about where 
they can get pre-record tapes, posters, books, and so on. I know 
several groups (like the EDC in Texas) who keep a dealers' table 
of 
sorts outside the video room and sell anime-related fanzines, 
newsletters, Japanese anime zines, guide books, and so on. Whether 
you do this or not depends on 1) if the con com will allow it, 2) 
what/how much you have to sell, and 3) if you have the people to 
run both the table AND the anime room. At Starfest/con, we have a 
room large enough that we can keep lights on at the back of the 
room without interfering with the audience, and sometimes sell 
buttons and various anime small bits if any of us have extras or 
want to get rid of part of our collections. If the dealers’ room 
at 
the con includes dealers selling bootleg videotapes for profit, 
you 
might even want to try selling a few copies of videotapes at the 
cost it costs you to buy the tape... 


There has never been a con that didn't have at least a few 
trouble-makers show up. Usually anime rooms get their share of 
grief. Try and deal with a trouble-maker when he or she -—- or 
they; 
troublemakers often show up in groups —- as soon as you notice the 
problem rather than trying to ignore it in the hopes they will go 
away. Someone who is rude should be reminded that their noise, 
horseplay, or whatever is ruining the enjoyment of everyone in the 
room, not just making things difficult for the anime room staff. 
Et 
helps a lot if you have at least one member of your staff who is 
big -- sheer size can often work wonders when dealing with 
assholes! -- but if you get someone who is drunk or high even that 
may not help. Try and be tactful -- and send someone for con 
security! (Another good reason to have two anime staff members in 
the room at any one time.) The best advice I can give is to not 


try 
and handle someone who appears to be getting violent and/or 
verbally abusive by yourself. That's what con security is there 
for! And if things really start getting out of hand, hotel 
security 
should be called in as well. 


Ask the people who attend your screenings to both talk to the con 
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com during the con and write them after the convention is over and 
tell them how much they enjoyed the animation they saw. Tell them 
to also write the con com with any requests they might have for 
what they would Like to see at the next convention as well —- 
don't 
take requests yourself, let it go through the con staff. Not only 
does this put their request "officially" in writing, it also helps 
prove to the con staff that people who are paying to come to their 
conventions are interested in seeing more anime, and enough so 
that 
they're willing to take the time and effort to write. You have no 
idea how much that can impress a con com! 
You need to decide ahead of time if you are going to allow people 
to make copies of tapes in the anime room during conventions. 
Again, remember that this is a convention, not an anime club 
meeting! Even if you have a large room, if your VCRs are in the 
Same room where your audience is, people hooking up or 
disconnecting additional VCRs, checking to make sure signals are 
clear, etc. are bound to be distracting at best. Plus, if you 
allow 
copies to be made off tapes in the back of the room, not only do 
you have to decide how many people can bring VCRs and make copies, 
but it also seriously reduces your control over your tapes and 
other equipment! And some hotels may not be very happy with these 
arrangements, especially if all those VCRs and TVs start 
overloading electrical circuits. Our anime staff for Starcon/fest 
decided a long time ago to not allow copies to be made in the con 


anime rooms we run (now, in the hotel room we sleep in is often 

another matter!), and have never regretted that decision. Still, 

this is a decision that you and your own anime room staff are 
going 

to have to make, weighing the factors that you will have to be 

working with and under. 


Make sure you give yourself enough time for tear-—down of your 
anime 

room before the hotel is due to close down the room. We usually 

give ourselves about an hour to take everything apart, pack it up, 

and put it in our vehicles. This also gives us a chance to 

straighten up the room after we've cleared out our equipment. I 
and 

most of the group who helps run the Starcon/fest anime room come 

from a tradition in fandom where we leave rooms and such as clean 

or even cleaner than we found them. This means we take the time to 

pick up the half-drunk cans of soda, napkins, paper plates, and 

such before we tell the hotel staff they can have their room back. 

This has helped us a lot in the long run -—- our anime room staff 

has better relations with the hotel, and get a lot more things 
done 

for us (like having the water "buffalo" and ice trays replaced 
more 

frequently) by hotel staff than many of the other regular con 

program rooms do. (It also meant that when one new hotel guard 

started harassing us, our complaints ended up getting him fired 
the 

next day...) It's almost as important to maintain good relations 

with the people who work at the hotel as with the con com! 


That's about all I can think of at the moment -—- but I'm sure that 

not only are there things that I've forgotten and will remember 

after this article is printed, but that other people will also 
have 

other suggestions... In the mean time, I hope this article will 

help you get started if you want to start running an anime or 
video 

room at a convention! 
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== Cel-Style Painting == 
== by Patricia Munson-Siter == 


At one time I brought all my equipment for painting cels to a 
convention, with the intention of showing a fellow artist how it's 
done. I ended up with about 7 or 8 people clustered around me 
watching and asking questions. This lead me to consider how much 
I'D done wrong when starting out; and the paucity of information 
I'd been able to find about how it was done correctly. Almost all 
the books I'd found on animation addressed how to ANIMATE or how 


draw cartoons; none had any really useful information on how to 
paint cels and make them come out looking right. Therefore, I've 
written up this short article for those of you interested in 
learning how to paint "cels". Please remember that I'm an amateur; 
a professional cel painter may know techniques I haven't 


discovered 


yet -- and may have access to material not available to those not 
in "the business". I hope this will be useful to you, regardless! 


Materials Needed 


* Brushes (obviously) -- While you may use some bigger brushes 
(those with flat ends work best), the majority of what you'll use 
will be small to fine brushes. Sable brushes may cost more, but in 
general last longer and are probably cheaper in the long run! I've 
had too many problems with cheaper brushes "shedding" hairs into 
the paints I use. Such "shedding" may be inconsequential when 
painting on canvas or other surface; but when doing a cel such a 
hair will be bound to show through the clear acetate and ruin the 
appearance of your artwork! 


* Grease pencil (you'll get more use out of white than any 


other 


color, I suspect, but it doesn't matter that much) -- I use china 
markers most of the time. 


* Palette -- used to mix your colors in, and hold paint you're 


working with. While I finally broke down and bought a more 
expensive palette that has cups with sealable lids (the paint 
tends 
to dry rather quickly; it's designed to), I initially used the 
little plastic cups the instant drink mix I use came in —- and I'm 
sure there are other household items, like plastic egg cartons, 
that can be used instead of a 'real' palette -—- and can then be 
thrown out rather than cleaned. 


* Cotton gloves -—- this prevent the oil from your fingers and 

hands from getting on the acetate, where it can prevent the ink 
and 
paint you're using from properly adhering to the acetate. 

* Acetate sheets —- you can get these either in large sheets or 
in a pad, similar to sketch pads. If you're just starting out, 
don't try experimenting with using plastic report covers or 

plastic 
page protectors. They tend to crack and tear far more easily than 
artists' acetate, and at the least bit of a bend the plastic 
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usually turns white. 


* Technical pen(s) -- used to ink designs on the acetate. 
Fountain pens or even fine brushes can be used, but I find 
technical pens work best for me. I use Koh-i-noor Rapidographs in 
either "@" or "QQ" size with india ink. "Acetate ink" is also 
available (and more expensive than india), but I've used both and 
find india ink works fine. 


* Paint -- if you're not sure you want to do a lot of cel 
painting, start out with regular acrylic paint. If you later 
decide 
you'll be doing a lot of cel style painting, you may find it wise 
to invest in a set of vinyl paint, which is specifically designed 
to paint acetate (yes, you can use vinyl paint on other materials 
as well). I recommend starting out with 2 oz. size plastic squeeze 


used 


old 


bottles. Another very similar paint can be found in craft stores 
for use in doing stencils and tole painting -- the brands I find 
work best for me are "Keepsake Acrylic Colors", "Accent Acrylic 
Water Base Paint", and "Accent Country Colors Acrylic". Like the 
cel vinyl paint, these paints are already liquid and very easy to 
mix. They also come in squeeze bottles. (More on why this can be 
important later in the article.) They are usually much easier to 
get your hands on than cel vinyl paint, too... 


* Light box -- You can either buy one of these — they start out 
at over $100 here in the Great Void - or construct your own. I 


an old fluorescent bulb aquarium light, a cardboard box, and an 


plexiglass picture frame that just fit over the box to make mine. 
(Fluorescent lights are a lot cooler than normal bulbs, so you 
don't have to worry about overheating the box.) 


* Sketch pad or tracing paper, and colored pencils —- You will 
use this material to make your ‘master', from which you will make 
your cel(s). 


* Clean water, soap, etc. —- use these materials to clean your 
brushes between each color as well as after finishing up a session 
of painting. 


Some of the above materials you can purchase in local stationary, 
arts and crafts, and/or graphic art supply shops. Others you may 
have to mail order. I buy most of my materials through Cartoon 
Colour Company, Inc., and can actually get most of my supplies 
cheaper through them, even buying the small amount I do, than 
getting them through local stores. I've included the address for 
Cartoon Colour at the end of the article, but you should be aware 
that Get Animated's 1987 directory lists about 2 pages of 
Suppliers. However, I have used Cartoon Colour and been most 
satisfied, but haven't used any of the others so can't vouch for 
how quickly they answer orders and such. 


Cel Painting, Step-by-Step 


First step is to make up your master drawing. This is done using 
either a sketch or tracing pad, with colored pencils. Your master 
may be either a cel or picture you're tracing to reproduce, or a 
sketch you've done up yourself. If you're just starting out I 
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recommend copying cels first as it will help you learn the 

technique first, before tackling original drawings. (In a pinch, 

use the drawings in coloring books for your first "masters". ) 
Those 

lines you want to ink in on the cel should be drawn in with black 

pencil (or ink) on the master. Use other color pencils to mark the 

lines where shading takes place. In other words, anywhere that you 

want to go from a lighter shade to a darker without a black line 
to 

separate the two. An example would be when you have skin color 

change from light to medium or medium to dark. I also usually 
shade 

in the areas of change, so a light skin tone on the master would 

stay white, a medium tone would have light shading, and the 
darkest 

areas would also be shaded in the heaviest. You may also want to 

mark on your master what color will be used in which areas. 


Your second step, once the master is complete, is to make sure 
your 

technical pens are working, put on your cotton gloves, and place 

the master under the acetate you will be using. You may want to 

carefully tape the master to the acetate to insure it won't move 

around while you're doing the inking. Carefully ink in the dark 

lines of your master on the acetate. Mistakes can be erased by 

using a damp cloth or Q-tip on the offending line, and blotted 
(not 

wiped) dry with a kleenex. Allow it to dry before trying to 
reapply 

the line! Then, once the ink is dry, use a grease pencil to draw 
in 

the shading lines. The grease pencil can be erased after you've 

finished painting the cel (wait until the paint is dry!) by gently 

rubbing the surface of the acetate with a dry cloth —- this won't 

disturb the ink. (Again, don't use a damp cloth to do it, or 
you'll 

end up erasing the ink as well as the grease pencil lines!) 

Sometimes a fine brush and paint will be used at this point to 
draw 

highlighted lines (such as the highlighted lines in Hamman Kaan's 

hair, the outlines of the Gatchamen's beaks, and so on...) on the 


image. 


Once that is done, and everything has dried, turn on the light 
box. 
If you've taped the master to the acetate, carefully peel the tape 
off the acetate. Place the master next to the light box for 
reference while painting. The acetate is placed ink side down on 
the box. You are now ready to start painting. The first thing to 
paint is the whites and highlights of the eyes, and other small 
highlighted areas such as white teeth (if they show in your 
sketch). Then you start painting the black areas, followed by the 
darkest colors to the lightest; the last color you should paint 
are 
large white areas. The reason for this is simple: if you "go 
outside the lines" a lighter color usually won't show through the 
darker ones already on the cel. A darker color will be visible 
through a lighter color, however. 


The most important thing in painting cels is getting your colors 

completely mixed prior to using them. Incomplete mixes can cause 

streaks to appear on your cel. I learned this the hard way, and 
had 

to throw out several of my first attempts at painting cels for 
that 

reason! Acrylic paint from tubes —- more of a paste than real 

liquid -- are very hard to mix completely. Even adding water 

doesn't always help, and you must be careful not to thin the paint 

down too much with water for obvious reasons! Also be sure and 

completely clean your brushes when going from one color to 
another. 

Let each coat of paint dry thoroughly before starting the next, be 
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it the same color or a new one! If the first color is not 
completely dry, you may find streaks of it in your new color, and 
you'll have to wash or scrape off the paint and start over. Insure 
you also make enough of any one mixture to cover the area you will 


be painting with it several times, as two to three coats may be 
necessary, especially for lighter colors. If you don't mix enough, 
it can be very difficult to mix up a new batch that exactly 
matches 
the first. And, believe me, at least a portion of that second coat 
will show through, and be obvious it's not an exact match! 
(Another 
two or three cels in the circular file until the lesson was 
learned...) Most acrylic paint is somewhat translucent. I 
discovered that adding a little white paint to each color would 
usually help opaque it enough to use without requiring 5 or 6 
layers of color. 


Vinyl colors (and the acrylic paints used to do tole painting and 
stencils), on the other hand, are liquid and mix much better than 
acrylics from a tube. Better yet, if you get squeeze bottles you 
can count how many drops of each color you've used in creating a 
particular tone of color, which makes it a lot easier to recreate 
a specific mix if you run out. It also usually takes only 2 coats 
of vinyl paint to be opaque enough that you can't see the 
background through it, although with some lighter colors you may 
need another coat. In a pinch, the trick is to cut out a piece of 
white or light colored paper the size to go behind the light 
sections and tape or glue it to the background in the right 
place...or Simply use a light-colored background. If you want the 
color to be translucent, as when creating "ghost" images, adding 
water to thin the vinyl paint will help create some interesting 
effects and will give the transparency you want. Best yet, vinyl 
paints are actually cheaper than an equivalent size tube of most 
acrylic paints! For most fan artists, 2 oz size squeeze bottles 
should be more than adequate for the majority of the colors you 
work with, with 4 oz size for white and black, which you will 
probably use extensively in mixing the shades you want. 


If you go over the lines, while the paint is still somewhat damp 
(but not liquid) it can be gently scraped off using the point of 
the brush handle. Sometimes, when the cel is done, you'll discover 
that a bit of color has gone over the lines and then been painted 
over so it is more difficult to remove. In such cases it may be 
easiest to use a little more ink and make the line wider, or even 
move the line, hiding the mistake rather than scraping the paint 
off and recoloring it. (A little bit of water to dampen a Q-tip 
(TM) will erase a little bit of line quickly, without erasing too 
much. Blot rather than wipe dry with a paper towel or cloth.) 


Several cels can be planned, one on top of the other, to give an 

illusion of depth. Backgrounds can be painted, drawn, colored with 

paints, magic markers, or pencils, collaged, or even a photograph 

may be used. If a specific background is not called for, 
decorative 


wrapping paper can often be effective. Be very careful in choosing 

your background — believe it or not, the background can easily 
make 

a cel something spectacular, or destroy whatever effect you were 

working for. The color of the matt board used is also very 

important and you shouldn't just use whichever color matt board 

comes to hand first! 
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Your cel should now be ready for matting. Make sure you clean all 
your brushes and pens thoroughly! Vinyl paint can be washed out 
with soap and water when damp, but once dry it'll take rubbing 
alcohol to get it out. 


And that is how I do my animation cel technique artwork. My thanks 

especially to some of the members of the Denver anime group who 
are 

professional animators and who shared some of the techniques with 

me when I was starting out! 


I get my supplies from Cartoon Colour Company, Inc, 9024 Lindblade 
Street, Culver City, CA, 90230. Write and ask for their free 
catalog of cel-vinyl and animation supplies. When I order, I 
usually get my materials in the mail in two to three weeks. Even 
if 
you end up using the craft style paint rather than cel vinyl, this 
company sells acetate sheets in several sizes, in lots of 100 or 
50@ (or more) for a lot cheaper than you can buy pads of acetate 
at 
your local art or graphic supply store. So if you decide to do 
quite a bit of cel painting, it's worth it to order acetate from 
this company -- or others like it. They also have a huge supply of 
all sorts of material used in animation that you may find most 
useful! 
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== An Interview with Randall Stukey == 


== conducted by Alter Ego, questions from various fen == 


[This seems a bit silly to me but I have been asked by several 
readers for this very article. One reader even said that printing 
such an interview would help me seem more human -- I rather doubt 
that, but you can draw your own conclusions. As expected, no one 
brave enough to actually conduct this interview could be found, so 
the questions were suggested by various FAST members who attend 


San 
Antonio and Austin meetings and various anime fans (mainly EDC 
members) who were at the November Dallas Fantasy Fair. Just like 
the last "interview" I allowed (in an ancient C/FO-SA Newsletter), 
this once is conducted (with apologies to Richard Geis) by my very 
own Alter Ego--RSS] 
Alter Ego (AE): Gee, boss, thanks for letting me out of the cage 
to 
do this interview. I want you to know what a thrill it is to be 
allowed out to interview such a great person as you.... 
Randall Stukey (RSS): Stow it, Alter! No matter how much 
undeserved 


praise you heap on me, you still go back in the cage when the 
interview is over. 
AE: Ahhh, boss! It's not fair.... 


RSS: I know; "Life's a bitch and then you die." Let's get on with 
it, Alter. I'll start by giving some basic background on myself 
while you get the question cards ready.... 


Let's see. I was born in Great Britain in 1957 (my father was 
Stationed there). I'm about 5 foot 10 inches tall. I have short 
brown hair (or I used to, I've been losing hair since high school) 
and am overweight. I am allergic to cats and most vegetables. I 
love to be with friends, read, play and design roleplaying games, 
watch animation, play with computers, and to go to conventions. I 
work with computers to keep myself solvent. 


I have been involved with SF fandom since the save Star Trek 
campaign of the late sixties. While I like animation, it is far 
from my greatest love. Shooting the bull with friends, reading a 
good book, and running or playing in a good RPG come before 
watching animation. 


I'm really not a nice person (although all my close friends and 
most of my friends would not agree) -- I find it hard to put up 
with stupidity or inefficiency; and greedy, selfish people 


stomping 


over and hurting everyone/everything in sight to get what they 

desire earn my animosity (I only act against them, however, if 

their selfish behavior hurts my friends -—- otherwise I'd spent my 
entire life teaching these types manners). I'm highly opinionated 
and while I do not expect others to agree with me on everything, I 
have little respect for those who cannot defend the opinions they 
hold with reason instead of emotion -- I am even quite tolerant of 
other views than mine provided they are based on fact and defended 
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with reason and logic. I am extremely loyal to my friends and do 
my 

damnest to keep my word and to try to help others. I have no 

tolerance (and it shows) for those who are greedy, selfish, 

untrustworthy, or just plain uncaring. 


AE: [Shuffling cards while looking abused, forlorn, and very 

bored.] Wonderful, boss. Here's the first question. (HeHe) "Are 
you 

the power-hungry bastard most of your opponents say you are?" 


RSS: I really think that such a question can only be answered by 
others. However, while I will admit to being hard to get along 
with 
and to having very high standards by which I measure the world, I 
do not think that I am the power-hungry person that some people 
paint me as. I do not seek power, power just seems to come to me 
because I am efficient and I get things done. People seem to like 
and support my efforts because I actually do things (publish 
interesting and regular newsletters, take an active role in 
spreading animation around, fight video pirates, etc.) instead of 
just talking big about all the wonderful things I am going to do 
for them in the future. 


This seems to make a number of people somewhat jealous —- 
especially if they are not willing to do the work and make the 
sacrifices I do, but think that they should be the ones doing 


things I do. Power and respect comes to those who get up off their 
rear-ends and do things in fandom; laughter is the only thing that 
comes to those who talk about providing the world but never get 
much (if any) beyond the talking stages. This truth makes many 
people whose dreams are bigger than their willingness to actually 
carry them through see me as a power-mad person because I do the 
things they only dream of doing and therefore get the "power" and 
"respect" from my efforts that they believe would be (or should 
be) 
their due if only their grand dreams would come true. 


Of course, to be honest, if I really were a "power-hungry 
bastard," 

why would I be wasting my time in fandom? Power in fandom is 

meaningless in the real world and darn near meaningless in fandom. 


AE: Sure boss. A likely story. Here's the next question: "You have 
an unusual personality, what things do you think molded you into 
the person you are now?" 


RSS: Oh boy, I hope you like long answers, Alter. [Alter squirms 
and an expression of horror crosses his face. ] 


I was raised as an Air Force brat. I spent the early years of my 
life without any close friends because we moved all the time. From 
this I learned to live without a cheering section, I do not need a 
group of people patting me on the back and telling me what a great 
guy I am to keep going. 


In school, I learned that most other people who claimed to want to 

be friends really just wanted to use my knowledge and skills. I 
was 

very popular whenever there was a group assignment. Everyone 
wanted 

me in their group -- so that I would do all the work and they 
would 

get the good grade without doing anything. I soon reached the 
point 

that I had nothing but contempt for people who wanted the good 
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on 


girl 


to 


that 


my 


used 


results but did not want to do any of the hard work it took to 
actually get the desired results! In other areas, I was ignored or 
made fun of (I was a sickly child, I had chronic tonsillitis but 
the Air Force doctors could not remove my tonsils until I got over 
the tonsillitis -- your typical vicious circle). I learned early 


to let insults that would make many fry just roll off my back. 
Fortunately, I got involved in science fiction fandom through Star 
Trek fandom in the late 60's and learned that there still were 
decent people in the world. 


My life was really quite normal and boring until my senior year in 
high school, then everything started in at once. I had a 

friend 

and we were planning on going to college together and then getting 
married (if you can imagine that). Unfortunately, her mother 
decided that we were too serious (and that I was not a good 
influence on her daughter —- I had no objection to her becoming a 
commercial artist while her mother thought women belonged in the 
secretarial pool). Her mother told her that if she was not going 


college with me and was definitely not marrying me and that if she 
did not stop seeing me, she would find herself without a college 
education. Unfortunately, this girl did not have the good sense to 
make a real decision one way or the other. She told her mother 


she would break up with me but of course told me nothing about it 
for months because she needed to use my "power and connections" on 
Campus to get the help she needed to get into the college she had 
decided on (in a class with 750 people and one counselor, such 
"power and connections" as I had by working in the office could be 
a big help) while still telling me that we were both going to the 
college we had agreed upon. About a month before we graduated, my 
father became very little and almost died of a burst colon. My 
mother turned into a temporary basket case (afraid to decide what 
should be done because her decision might be the wrong one) and 
left all the life or death decisions about surgery and such to 17 
year old Randall. Of course, I found out that I was being used by 
my girlfriend of three years at about the same time. None of this 
was great fun, but I learned something. I learned how to make 
important decisions on the spot with available data without being 
wishy-washy. I also decided that I had been used far too much in 


life and would never put myself in a position where I could be 


again by anyone. 


AE: Well, you failed miserably on that last one! You are still a 
knight in white armor ready to drop everything and ride off and 
rescue someone who is in trouble and asks you for help. Even when 
you know you are being used. 


RSS: Well, I never claimed to be perfect, Alter. 
AE: You don't have to, everyone just assumes you are.... 


RSS: What people are stupid enough to assume about me is not my 
problem, Alter. Now if I can get back to answering the question? 


AE: You mean you aren't done! Argh.... Natter, natter. Gromish, 
gromish. 
RSS: Thank you, Alter. Now where was I.... Oh yes, high school. 
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I must have made the right decisions and dad must have had some 
good doctors, because he pulled though. I made it out of high 
school and started college at Texas Tech. That did not even last 
one semester, my dad had to have more corrective surgery and 
mother 
needed help taking care of him. I came home. Lucky thing I did, I 
arrived home just in time (well, actually, I'm fudging the 
timeline 
a bit here to protect the innocent, if anyone objects, too bad) to 
help a girl who had graduated with my class. It seems her father 
moved her into his bed when her mother died and forced her to be 
his substitute wife. I had noticed that she had seemed to change 
during her junior year, but as I did not know her well, I didn't 
think much of it. AS we were more acquaintances than real friends, 
she only came to me after all the other people she had spoken to 
had either refused to believe her or had refused to get involved. 
(Remember, this is the mid-70s before people wanted to admit that 


things like incest really happened -—- at least to people in their 
part of town.) We tried calling a social agency but they did 
nothing, so I made a decision and acted upon it. I was owed a big 
favor and called it in. Some "nice men" paid her father a visit 


and 
he decided that it was in his best interest to confess and get 
help. He went to a prison hospital. Her life got better. Some of 
the people she had told about her problem and had either refused 
to 
believe her (without checking, of course) or refused to get 
involved were people I had considered friends. I was so appalled 
by 


their selfish behavior that I never spoke to them again nor would 

I have anything to do with anyone who knew what happened yet 

remained friends with these self-centered people. My life went 
back 

to normal. 


A few years later found my father 100% disabled and myself back in 
school. My best friend (who happened to be my girlfriend) left for 
the Northeast to visit her grandparents on September 2, 1977. On 
September 9th, she was pulled into an alley, raped, and brutally 
murdered. Her brief cries for help were heard by some of the 
customers and personnel at the deli she had just left. Of course, 
none of them wanted to get involved so they did not go investigate 
or even call the police. The police, once called, were efficient, 
they had their man within days. He had a long record including, if 
I recall correctly, convictions for two prior sexual offenses, 
armed robbery, and manslaughter. He was out on bail for drug 
pushing when he was arrested for this murder (despite his prior 
record). Despite his attorney's best efforts to convince a jury 
that his client was a victim of the ills of society (and therefore 
somehow not responsible for his behavior, I guess), he was 
convicted of murder and sent to prison. His attorney (or perhaps 
another attorney with the same name--I'm not sure) was quoted a 
few 
years later in an article as saying that justice was not his real 
job, his job was to win cases. (Now those of you who were at the 
first day of the Austin Fantasy Fair in September know why I was 
not real sociable and spent most of the day sitting in the Con 
Suite. Even after twelve years, it hurts.) 


I suppose I could go on and relate my experiences in fandom and in 
recent years, but they are really trivial compared the above. 


AE: [loud snoring....] 
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RSS: Next question, Alter! 


AE: Err, that was very interesting boss! The next question is "Why 
don't you have birthdays?" 


RSS: Actually, I have birthdays —- I was born one day in 1957 

(which makes me a Fire Rooster). I just don't tell people when 
they 

are. That way a lot of people who I barely know don't feel 

obligated to give me birthday presents and otherwise make my life 

miserable one day a year. My close friends know my birthday (if 

they bother to ask), but they won't tell either. 


AE: [shaking his head] Whatever you say boss. This card reads 
"What's your favorite color?" 


RSS: Blue. The darker the better. I also like emerald green, but 
will not wear it. 


AE: "How can you stand Odin? It's the most boring movie I've ever 
seen!" 


RSS: It's all a matter of taste. I don't find it boring; in fact I 
have trouble tearing myself away from it when I start it to record 
a copy for someone. However, just because I like it does not mean 
that you have to like it. 


AE: [Yawning] Here's a good one, boss! "Why do you like rules so 
much?" 


RSS: To be honest, I do not really like rules "so much." I find 
rules necessary to protect the rights of everyone affected by them 
and to ensure that people who care only about themselves do not 
walk over everyone else in their unending quest to amass more than 
their neighbor with as little personal effort as they can get by 
with. The rules I favor tend to start out very simple and sweet —— 
mainly being codified common sense —— and end up getting more and 
more draconian as the selfish types try to pervert the short, 


what 


Simple rules to their own greedy ends. Without rules, people tend 
to spend much of their time arguing about who can do what or who 
has to do what. With rules, people know who is responsible for 


and who can do what and therefore can spend their time on more 
productive things than fighting among themselves. 


Given a choice between having rules and not having rules, I'll 


pick 


not 


the rules every time. Without rules clearly set down and fairly 
enforced, very little gets down. Human nature gets in the way. A 
good example of this is our tape dubbing pledge. Up until a couple 
of years ago, we simply said in the dubbing rules that we would 


deal with those who sold copies for profit or who supported such 
activity and trusted people to not send tapes if they did not meet 
our requirements. Several people who did sell tapes or who 
Supported the sale of bootleg tapes ignored the rule and got tapes 
from us -- and naturally we eventually found out about it. Because 
of these greedy rules-violators, everyone has to sign our dubbing 
pledge to get copies. As usual, the rules started out nice, 
friendly, and trusting and only got mean when our trust was 
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violated by some greedy people who cared only about themselves and 
what they could get by with. 


AE: [Sorting the card deck] Here's a great follow-up, your lady—-I 
mean lordship. "If you found one of your friends violating the 
rules, would you jump on their case the same way you jump on 
everyone else's?" 


RSS: No! I expect much more of my friends than I do of the average 
person—-on-the-street and treat those who do not live up to my 


trust 


in them much harsher than I do everyone else. For example, if a 
friend decided to sell bootleg tapes or to support the sale of 


such 
stuff, they'd be in far more hot water than an enemy doing the 
same 
things. A close friend doing the same thing would be in water so 
hot it'd have to be under tremendous pressure to keep it from 
boiling away. In other words, I'd jump on my friends' cases worse 
than I jump on everyone else's. 


AE: Err, boss. I doubt if most of the people reading this will 
understand your close friend, friend, acquaintance, neutral, and 
enemy classifications.... 


RSS: For once, you're are probably right, the readers probably 
don't. The distinction is simple, however. My very few close 
friends are people that I love very dearly and trust completely. 
I'd do just about anything that doesn't go against my morals for 
these folks. All they have to do is ask. My friends are those 
people I know well and perfer (to most other people) to be with or 
work with. Those I call friends often think of me as a "close 
friend". Acquaintances are those people who I know and can work 
with without much hassle, most of these folks think of me as a 
"friend". Enemies are those people who actively oppose what is 
right and just and/or who have the misfortune to run afoul of me 
(normally by screwing over someone I consider to be friend or 
close 
friend). Neutrals are everyone else. 


As you may have guessed I do not have hundreds of what most people 
call "friends", I am much more selective. When I call someone a 
friend it means something more than I know their name and have 
worked with them or shared an apa with them! My close friends are 
people who get to borrow my stuff at will, people who I would be 
willing to share an apartment with or even marry —- well, my 
female 
close friends on the latter anyway.... 


AE: [flipping through the card deck] Funny you should mention 
that, 

your augustedness! I have a question here on that very topic: "As 

most of your real friends seem to be female, why haven't you ever 

married one of them? Your prolonged bachelorhood when you have so 

many female friends makes you look homo or something!" 


RSS: [laughing] Well, while it is true that 90% of my closest 


friends are female and I have yet to marry anyone -—- I don't see 

why that makes me look “homo or something" —- after all, the days 

when "everyone" married young are long gone. I suppose there are 

really two reasons why I haven't married —- most of my close 
female 


friends (and people who are not close friends are not even 


considered) are either already married, have no interest in 
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marriage, or have better sense than to marry someone as busy and 


boring as I am. (The fact that none of my (female-type) close 
friends live anywhere near me probably has something to do with it 
as well.) Second, I've been burned three times now. First by a 
woman who couldn't stand up to her parents. Second by a fiend from 
hell who murdered perhaps the best friend I ever had. And third by 
a young friend who didn't really know what she wanted. You might 
say that I'm just a bit gun-shy. If anyone wants to marry me, they 
are going to have to ask me. The chances of me asking another 
person are slim to none. 


Now that I've answered the question, I have to make a comment on 
it. Many people ask me how I manage to have so many close female 
friends. The main reason is that I am more interested in them as 
people who are my friends than I am in them as potential 
bed-partners or mates. This question seems to imply that there is 
no other purpose for a male to have female friends other than to 
try to get into their pants. This attitude makes me somewhat sick! 


AE: You do love to sermonize.... And speaking of sermons, how 


about 


to 


this one, o perverted one: "You are very harsh on those who want 


show Cream Lemons and other adult anime at conventions, yet I know 
you read and enjoy fanzines and manga that make Cream Lemons look 
tame indeed! You also tell people that your mind is not “in the 
gutter, but six feet below the gutter.' Aren't you being something 
of a hypocrite here?" 


RSS: "O perverted one," Alter? 


AE: [squirms and pleads the fifth amendment] 


RSS: Sigh. Well, to answer the question; no, I do not think I am 

being "something of a hypocrite." There is a big difference 
between 

enjoying X-rated and slash material in private or with a few 

like-minded adult friends and showing the same type of material in 

public in a con video room! 


AE: "Why did you and San Antonio stay with the C/FO for so long? 
C/FO-San Antonio was a better and much more active club than the 
C/FO almost from its very beginning because you folks seemed to 
care about the little guy who didn't have any tapes to trade, any 
knowledge to give, or any nearby anime club meetings to attend! 
FAST is even better than C/FO-San Antonio was, I don't understand 
why you did not pull out of the C/FO mess years ago." 


RSS: Quite frankly, neither do I. I proposed pulling out three 

times during the "C/FO-San Antonio Takeover" in 1986. Each time it 

was voted down because our membership disagreed with me over 

whether or not the general C/FO was salvageable -- and to be 

honest, because the "glory" associated with "saving the C/FO" gave 

some of them a lot of egoboo. I determined within a couple of 

months of our "takeover" that the general C/FO could probably 
never 

be transformed into a working club that would provide 
approximately 

equal benefits to all its members. I guess I did not make my case 

forcefully enough. Anyhow, I am a big believer in majority rule 
and 

so I -- somewhat foolishly —- went along with the desire of a 

majority of the C/FO-San Antonio membership and bucked the 


Copyright (c) 1989, 1990 by Anime Publications Bureau & Randall 
Stukey 


Electronic Animation Velocity Volume @ Number 2 Page 
73 


overwhelming odds and fought to turn the C/FO into the 
organization 

its hype had always claimed that it was. In the end, we failed as 

I had predicted we would, but we did come a whole lot closer to 

success than I had really thought we could. But if I would have 


in 


been able to have my way, San Antonio would have been an 
independent group back in 1986. FAST has grown from zero members 


July 1989 to about 170 members today. We already have one chapter 
and two SIGs. This sounds wonderful, but think where we would be 
today if we had gotten started in 1986! However, this is all 


boring 


water under the bridge, so it must be time for the next question, 
ACER sass 


AE: This one must be from another fan of yours: "I've seen some of 
the horrible things people in Los Angeles say about you. None of 
what they say is true, why don't you jump on these people, kick 
some butt, and set them straight before they ruin your 


reputation!" 


RSS: Definitely from a fan, Alter! The reason why I don't "jump on 
these people and set them straight" is because I don't care what 
they say about me. Their words don't hurt me in the slightest and 
generally amuse me greatly with their twists of logic. As for my 
reputation.... My reputation is that of a heartless bastard who 
gets things done for the benefit of the majority. Most of the 


nasty 


stuff my opponents -—- and there have been many of them besides the 
LA people over the years —- say about me simply enhances my 


ability 


to get things done by making me seem far meaner and more powerful 
than I actually am. 


AE: Well, here's a quick one: "What's your favorite Marvel 
Superhero comic?" 


RSS: I don't really have one any more. I got so tired of the 
writers messing over my favorite characters that I have quit 
reading the superhero comics. Anymore the only comics I read are 
translated manga and manga—-like comics like Ninja High School and 
Captain Harlock. As I am a big fan of Richard's Wagner's Der Ring 
des Nibelungen, however, I am picking up DC's comic adaptation 
thereof. I am also looking forward to the Lensman comic even 


though 


it is based on the anime movie and TV series rather than the 


books. 


AE: "Do you really like shows like Scooby-Doo, Underdog, and The 
Jetsons? 


RSS: Yes. The first two seasons of Scooby-Doo had excellent 


stories 


with real mysteries. I still watch them when I can. Much of the 
later stuff (especially after Scrappy-Doo appeared) was indeed 


drek. Underdog was one of my childhood favorites and when I saw an 
episode again after all these years I still enjoyed it. The 
original Jetsons was a pretty good show as well, although it was 
never one of my favorites. You have to remember that I grew up in 
the 6@'s before American cartoons sank to the non-violent, 
meaningless level they seem to have reached in the late 70s and 
80s. My favorites were probably the original Jonny Quest, 
Underdog, 
Felix the Cat, and Tom Terrific. 


AE: Here's another good one, boss: "I've been told that you don't 
care what people think of you so long as you get the job done. Is 
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there any truth to this statement?" 


RSS: I only care what my close friends, my friends, and those 
people who are paying me for my services think about me. If the 
rest of humanity wishes to consider me the greatest evil on the 
face of the planet, the Lowest scum that climbed out of the sea, 
or 
the like it does not really matter to me. Doing what I believe to 
be morally correct and just is far more important that being held 
in high esteem by people I do not even know, let alone care about 
in any specific way. 


AE: I think this was probably meant as a rhetorical question, but 

here goes: "What right do you have to impose your high standards 
of 

behavior and morality on everyone else?" 


RSS: I don't impose my standards on anyone. If you want to deal 
with me or want me to do favors (like dubbing tapes) for you, I do 
not think it is unfair to ask you to meet my standards. If you 
don't want to deal with me or get anything out of me, then you can 
do whatever you want. The choice is up to the individual. I just 
refuse to lower my standards of behavior to deal with those who 


refuse to meet my normal standards. This makes some people hate my 
guts and say all sorts of nasty things about me, but it's a free 
country, they can say whatever they want. 


AE: "Why do you make tapes for people when you really don't like 
to 
do so?" 


RSS: Sigh. It's not that I don't like to do so, it's just that it 
is hard to do on top of everything else I have to do. The original 
deal back when we started this was that Robert would do the 
dubbing 
and I would spend my time doing the newsletter and trading for new 
material. When Robert could no longer do the dubbing, his job 
defaulted to me as well —- as most jobs seem to eventually do. In 
all fairness, I must admit that a few other people have 
volunteered 
to help with the dubbing over the years if I will bring the tapes 
across town to them and then drive back over to pick them up (at 
their convenience, of course). Unfortunately, this would take more 
of my Limited time than actually making the copies myself does, 
not 
to mention the increase in my gas bill doing this would cause. If 
my only responsibility to anime fandom was to make tapes copies, 
doing so would not seem nearly the burden that it often now does. 


AE: A related question, adeptus VCRus. "Why doesn't the FAST 
Library have a Laser Disk collection and professional dubbing 
equipment so that members can get really great copies?" 


RSS: Well, the main reason is money. Currently what is called the 
FAST Dubbing Library is actually owned by private individuals who 
give of their time, equipment, electricity, and money. Not a penny 
of FAST money does into supporting the FAST Dubbing Library. If 
FAST were to establish the laser disk Library the questioner 
apparently wants, FAST would have to purchase laser disks, laser 
disk players, and professional dubbing equipment and then maintain 
this equipment. If we buy used equipment and second-hand disks, we 
might be able to get by with a budget of $8000.00 to $10,000.00 
for 
the first year of operation. As we have about 8@ regular members, 
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We 


so 


for 


in 


the 


that would only mean a dues increase of $100.00 to $125.00 (about 
the price of one long laser disk) -- assuming of course that all 
our dues—paying members could come up with that much spare cash. 


all know -- of course -- that most could not or would not. Lack of 
money is therefore the main reason. The second reason is jealousy, 
if we spent FAST money on such a collection, there would always be 
members green with envy at the members "Lucky" enough to get to 
maintain the club's library -- even though these people would be 


busy making copies that they'd never get to watch what they wanted 
to see. The third reason is that anyone who demands that high a 
quality should go out and buy his or her own laser disk collection 
and watch it instead of expecting a club to fund his collection 


him. 

AE: [grumbling] "Is it true that you think in sounds rather than 
pictures like most people?" 

RSS: Yes, my mind seems to be entirely verbal. I cannot "picture 
things in my mind" and even what dream I have do not come with 
pictures. This caused me no end of trouble in school because this 
(so-called) handicap was never considered considering how well I 
did on space relations tests. I can pick out the "other side" view 
over 97% of the time, but I never could understand what the 
directions meant when they suggested "turning the object over in 
your mind"! 

AE: Ah hah! Here's a great one! "Are you a fundamentalist?" 

RSS: A "fundamentalist" what, Alter? 


AE: Don't ask me! That's what the question reads. Probably means 
"fundamentalist Christian".... 


RSS: Probably. Well, I'm not. Fundamentalist Christians are not 
only people in the world with strong moral standards, you know! I 
was raised a Methodist -- you can't get much more 
non-fundamentalist than that! 


AE: "Who are your favorite Saints from Saint Seiya?" 


RSS: Someone wants to get me in trouble! Cygnus Hyoga started out 
as my favorite, but he never outgrew his mother fixation, so now 
I'd say my favorites are Dragon Shiryu, Pegasus Seiya (yes, he 
started out a twerp, but he outgrew it by the end of the first 
season), and Ophiuchus Shaina. I will not tell who my least 
favorite Saint is —- I've already said more than enough to get me 
into very hot water! 


AE: "Why isn't getting rich one of your main goals in life?" 


RSS: It just does not seem very important to me. So long as I have 
enough money to support myself and any close friends that need 
help, go to cons, and have a bit of fun, I'm happy. Getting rich 
requires real dedication and long hours of doing boring mundane 
tasks -—- I'd rather be happy. Most people I know who have made 
"getting rich" their main goal in life are not really very happy 
people. Of course, that fact that I was raised to believe that 
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greedy self-interest is more or less a "mortal sin," probably has 
a bit to do with it as well. 


AE: Your lack of "greedy self-interest" explains why my cage is so 
spartan. I mean, I only have a little color TV when you know I 
want 


an expensive projection system.... No comment, huh?.... Oh well, 
how about this question, o lord of cheap? "Do you believe in 
magic, 


ESP, and UFOs?" 


RSS: Magic? To a certain extent, yes. I have seen what many call 

magic work. ESP? It depends on what you mean. The more basic stuff 

probably has some truth to it; teleportation and the like, I 
really 

doubt it. UFOs? Sure, I have seen hundreds of them -- the trouble 

is the always turn into IFOs when they get closer! But if the 


question refers to "Little Green Men" visiting Earth, well to 
quote 

one of my favorite filk songs "Next time a spaceship alights on 

your patio, it's not real until it comes back twice a week." 


AE: "What are your favorite filk songs?" 


RSS: My absolute favorite is probably "Signy Mallory" by Mercedes 
Lackey. [Alter mutters something like "It figures, you always did 
identify with that bitch."] Other favorites are Jane Robinson's "A 
Look at Things That Don't Exist", Julia Ecklar's "The Phoenix", 
Meg 
Davis' "Captain Jack and the Mermaid". Then there's always 
"Morgan's Song" by Cynthia McQuillin (if I remember right) and 
Robinson's "Song of the Middle Manager", Leslie Fish's "Witnesses' 
Waltz", "Dreams" by Mercedes Lackey and Jordin Kare (even though I 
can't even attempt to sing it, my passes for my voice still just 
cracks), and Lackey's "Jirel of Jorey". Catt Kingsgrave's "Anime 
Party" is a new favorite —- everyone will hopefully get to see 
this 
one in the January AV. 


RSS: Pick one final question to wrap this up, Alter. It's almost 
time to put you back in the cage. The autolock will kick in on the 
vault in just a few minutes. 


AE: "When did you stop beating your wife?" 
RSS: Alter! That was not one of the questions.... 


AE: How about "How does in feel to be a lesbian imprisoned in a 
male computer chip -- I mean body?" 


RSS: I don't remember that one either, Alter! Could it be that you 
are stalling in the hope that the vault will be locked by the time 
we get there? 


AE: Who me, boss? Never. How about this one: "Explain the 
relationship between the protagonist and the antagonist in Urusei 
1/2 in 20,000 words or more?" 


RSS: Alter, it won't work. There is no such show as Urusei 1/2 and 
you've forgotten about the spare cage in the attic! 
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RSS: Whatever you say, Alter. Now pick a question so we can finish 
this silly attempt at an interview. 


AE: [looking for a particular card in the stack] Alright, chief, 
you asked for it. "What do you think of LA's reforming the C/FO as 
an LA group?" 


RSS: It that the worst you can come up with, Alter? 


AE: Well, you told me I couldn't make up my own questions and this 
is the worst of the lot. 


RSS: You should have saved the question on how power-mad I 
supposedly am for the end, Alter. But you didn't, so the LA C/FO 


US Kea 


If the Los Angeles people want to call themselves "C/FO", I sure 
don't care. But please notice that their support seems very thin 
outside their own little group. A recent Los Angeles area "C/FO" 
news Letter reported that while people supported the idea of a 
membership directory, they did not want to join the LA version of 
the "C/FO" at $12.00 to be in said directory! These were 


apparently 


and 


people in their own area. I also find the amount of space in their 
relatively small newsletter still devoted to "Randall—bashing" 
after all these months to be extremely amusing. After all, since 
the board dissolved the C/FO back in July, I haven't had anything 
to do with them, but then I guess "Randall—-bashing" is much easier 
than getting organized, fighting video piracy, or finding articles 
on animation to print. 


However, if they really want to be an influence in anime fandom 
outside the southern California area, I think they are going to 
have to get their act together and replace talk with production 


member benefits. After all, in the six months since the breakup of 
the C/FO, FAST and the APB have published a total of over 300 


pages 
of newsletters, directory/handbooks, and series overviews (not 
counting the December AV or the FAST Folio which should be out by 
the end of the year), the EDC has produced a total of over 150 
pages of newsletters and manga, and SDF-Fort Worth has produced 
about 72 pages total of newsletters for our various members —- 
while I think the LA C/FO has produced a total of around 5@ pages 
of monthly newsletters containing little more than meeting 
schedules and politics. They are going to have to join the rest of 
us and start publishing articles on anime and manga as well as 
meeting minutes if they are to have any hope of being a real force 
in anime fandom -—- and this is something that the LA people have 
not been able to do since Fred Patten had to quit editing the old 
Fanta's Zine due to lack of time. They are also going to have to 
join the rest of the major clubs and come out strongly against the 
two-for-oners and other for-profit anime bootleggers as I really 
doubt that it is possible to be a major force in anime fandom 

today 
without being strongly against all for-profit bootleggers -- be 
they fans ripping off other fans by charging money or extra blank 
tapes for copies or be they semi-pro operations selling bootleg 
tapes at cons and through unsuspecting comic shops. 
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To be honest, now that the former LA chapter people are no longer 

thorns in our side, I wish them nothing but the best; no matter 

what they choose to call themselves. As I've said before, I don't 

hold grudges after the problem is resolved —- even when the other 

Side insists on holding one —- because grudges only hurt the 
people 


who hold them. 


AE: Can I ask one question, please! I'll go back to my cage 
without 

a fight if you let me, boss. Honest. Cross my heart and hope to be 

good! 


do 


RSS: I'll probably regret this, but go ahead..... 
AE: Thank you, o most wonderful of masters! My question is: When 


I get a mate —- or better yet two or three. It's lonely in that 
cage! 


RSS: [rolling eyes up] Okay, Alter. It's time to put you back in 
your cage and you promised to go without a fight if I let you ask 
a question. 

AE: But you didn't answer it! 

RSS: I don't believe answering your question was part of the 
bargain, Alter. I agreed to allow you to ask a question, I never 
agreed to answer it. Now off you go, spit-spat. 

AE: Natter, natter. Gromish, gromish.... 


RSS: As the saying goes, "That's all, folks!" 
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== Opposition to ‘for-profit' Pirates Strong == 
== compiled by Randall Stukey == 


Some people think that FAST and the defunct C/FO were crazy for 
Opposing the for-profit video pirates. Did you know that according 
to some reports from southern California people, the main reason 
that most of the pre-1988 southern California C/FO chapters left 
the C/FO in 1988 was not because of the harsh chapter rules (which 
admittedly were harsh enough to make FAST's new chapter rules look 
like anarchy in comparison), but because they did not like the 
C/FO's anti-piracy membership statement?! Allegedly, they not only 
thought it was "McCarthy-like," but they were convinced that it 
would stop the spread of anime. Whether or not these membership 
statements are "McCarthy-like" is a matter of opinion, but they 
have been around for over a year now and the spread of anime has 
definitely NOT come to a halt! I have always told people that we 
were not the only clubs that oppose the for-profit dubbers, but 
most of the opponents to our stand think that the whole anti- 


piracy 


to 


bit is simply a manifestation of my supposed "Hitler—-like desire 


control anime fandom" and prevent others from making a quick buck 
on the side. Well, let's see what a few other clubs have to say in 
print about video piracy. 


Most of you have heard of the Earth Defense Command —- after all, 
with the death of the C/FO, the EDC is now the largest non-profit, 
fan-run, independent animation fan club in the country. Let's look 
at a portion of their tape dubbing rules (reprinted from Whispers 
of Iscandar #12): 


8. We will copy for anyone, regardless of whether or not 
they are members of the EDC. However, there is one case, 


and one case only, wherein we refuse to tape. We refuse to 
deal with persons who bootleg material or sell/charge for 
copying video. It's probably illegal and definitely 
unethical to be selling copies of films for $4@ a shot one 
can get at least as good a copy for free. One should be 
copying for reasons out of the goodness of their hearts; 
not to line one's pockets. THIS RULE WILL BE ENFORCED 
STRONGLY -- NO EXCEPTIONS! (Another thing we may start 
doing in the future: having all people who want video from 
us, state in writing that they WILL NOT give copies of our 
material -—- especially the subtitled stuff -—- to vid 
pirates. Lately it's come to our attention that our videos 
are winding up for sale at $25-30 bucks a throw, and we 
KNOW they're our subtitled work [that done by the 
so-called "Texas Subtitlers"--RSS] , without a doubt....) 


I know that everyone has heard of SDF-Fort Worth -—- these fine 


[but 


extremely silly folk--CPAS) have been a sister organization of our 
group since before they really existed! (Yes, that statement i 
true, odd as it sounds.) Let's see what they have to say on the 

subject of for-profit piracy. First, a short quote from their tape 
dubbing rules: "The SDF-Ft. Worth will NOT trade or copy tapes for 


S 
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anyone charging others for these services." Second, the following 
passage from SDF-Files #18: 


Apparently the only time copying is legal is if the owner 
of a commercial tape makes one copy for their own use as a 
back-up of the tape they purchased. However, our 
discussions with a copyright attorney revealed that most 
companies tolerate fan copying of tapes as a promotional 
loss (the more people who see the stuff, the more likely 
it will be that the market will grow). It must be noted 
that some companies DO prosecute even in these fan related 
cases in order to make an example. (This is relatively 


rare, but it does occur.) However, copies made of a video 
that are sold for a profit (of any kind) are VERY illegal 
and companies do not think twice about prosecuting in 
these cases. "Very illegal" means that the companies do 
not look the other way as they tend to do in fan related, 
not-for-profit cases. To sum up, while the fan activity of 
making copies of video tapes is not legal and those doing 
so are running a risk of being prosecuted, that risk is 
generally very slight and most companies are very good 
about tolerating not-for-profit dubbing. However, dubbing 
tapes for re-sale, or for any sort of profit (which is the 
definition of Video Pirate in the bad sense), is not 
acceptable at all and companies will prosecute very 
actively. This is not just the opinion of laypeople (which 
has been a problem til now), this information is direct 
from a legal authority on the subject. This is what we at 
the SDF-Ft. Worth base our policies of not charging for 
videos upon. 


Of course, the both EDC and SDF-Fort Worth are other Texas-based 

groups and those who do not want to accept the fact that there are 

other anime fan groups that strongly oppose the for-profit 
dubbers, 

will probably claim that these groups are "secretly under the 

control of Randall Stukey" (as idiotic [not to mention silly—- 
CPAS] 

as those of us involved in these groups know this belief to be) 
and 

ignore the evidence presented here. However, the following 
position 

may be a bit harder to ignore as it is being taken by a group 
based 

on the east coast -- a group that pulled out of the C/FO because 

they did not like the "Stukey" 1988 reorganization. Let's see what 

the Japanese Animation Network (which got its start as C/FO-CVA a 

few years back) has to say on the subject (from an article on JAN 

published in Whispers of Iscandar #12): 


As for profiteering bootleggers, those who sell copies of 
tapes for personal profit, the JAN has now taken an 
official stance. If we are informed of or become aware of 
such people and have material proof (a list or a letter 
will do), we shall turn these people over to the Federal 
Bureau of Investigation for prosecution, and inform (if at 
all possible) the copyright holders in Japan and/or the 
United States. This policy will continue. 


Or how about this comment from an article entitled "C/FO R.I.P. 
1979-1989" by D.B. Killings (the President of the Greater Chicago 
Megazone and surely someone who cannot be said to be under my 
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personal control or any such nonsense) in the July issue of their 
group's new newsletter, 199X 1/2: 


My biggest fear is that there will be a resurgence of 
people selling Anime off their collections, which was one 
of the policies the C/FO vehemently opposed. Already at 
the recent CHICAGO COMICON there were a number of 
individuals selling things from their collections present 
(even "Robotech" episodes, fer chrissakes!) and with the 
C/FO gone I can see that increasing. I hope not, but with 
the lack of a central organization now, who knows what 
will happen? 


So FAST is hardly alone in its strong opposition to the for-profit 
video pirates and its determination to try to do something about 
them. Remember that the next time some pirate-supporter tries to 
convince you that the for-profit anime dubbers are actually doing 
anime fandom a favor by selling copies through the mail, at cons, 
and even through often-unsuspecting comic stores. Remember that 


next time some so-called anime fan club bitches about how FAST's 
policy is ruining fandom by preventing the spread of videotapes or 
some other such nonsense. Remember that FAST is not the only group 
that believes the only thing these for-profit people are 


interested 


in is making big bucks off of the impatient, gullible anime fan. 
And to members of those organizations that have taken a strong 
stand against the for-profit dubbers, remember, despite any other 
differences we may have, the FAST leadership and the staff of the 
APB stand with you on this one —- it's going to take everyone 
working together to put the for-profit dubbers out of the business 
of selling bootleg material. 
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== Anime Fandom Information == 

— by Randall Stukey == 


[None of the organizations or publications mentioned in this 
article 

are associated with the Anime Publications Bureau (except for the 
APB 


Special Branch and Well of Souls, of course) in any way, so you 
are on 

your own in dealing with them. However, those listed as "APB 

Approved" meet the following conditions to the best knowledge of 


the 
APB staff at the time this was written: 
* Strongly oppose the dubbing and sale of videos "for material 
profit of any kind" by those who are not licensed to do so by 
the 
copyright holder. 
* Are non-profit organizations run by unpaid fen for fen. 
* Are active clubs with approximately equal benefits to all 
members -—— even those who live too far away to attend 
meetings. 
* Are generally ran in a democratic manner. 
* Produce their publications and other benefits more or less 
"on 
schedule" (for fandom, this means "give or take 3 or 4 
months"). 
* At least one APB member has had regular contacts with the 
club 
for at least one year. 
Please note, however, that neither the author nor the APB accept 
any 
liability if you find things to be different (or the addresses to 
be 


wrong, for that matter). Clubs can change their stripes 
overnight. 

Nor should failure to be listed as an "APB Approved" club be taken 
as 

a sign that the organization is corrupt and no good -—- it often 
Simply 

means that either the club in question is more of a local group 
that 

really does not know what to do with members who cannot attend its 

meetings or that the APB staff know nothing about the operation of 
the 

club at all! Clubs known to be associated with "for profit" 

Organizations (such as Books Nippan's discount club) are not 
listed. 

If your club is not listed and you think it should be (or if the 

information we currently list is old and outdated), please send a 

letter with all the particulars to the Anime Publications Bureau. 
If 

your club is truly national or international in its activities and 
you 

think it qualifies as an "APB Approved" club, please get in touch 
with 


us ASAP, we would love to be able to list more "APB Approved" 
clubs! 


When writing any of these organizations, be sure to enclose a Self 
Addressed Stamped Envelope if you want any chance of a reply!] 


"APB Approved" Anime Fan Organizations 


APB SPECIAL BRANCH (APBSB) 

The APB Special Branch is a club that all subscribers to the 
printed 

version of Animation Velocity are members of. It Sponsors apas, 

special interest groups, and chapters. The APB Special Branch has 
a 

fair sized video library and a huge library of synopses, scripts, 
and 

articles on anime. Membership will soon be opened to those who 
obtain 

copies of the "Electronic" version of ANIMATION VELOCITY as well. 

Check the first new issue of EAV (Volume 1, Number 1) for 
information 
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On joining and on forming an APB Special Branch chapter in your 
area. 
You can contact the APB Special Branch at the following address: 
APB Special Branch Headquarters 
4122 Tallulah 
San Antonio, TX 78218-3452 


ARGON OF CANTEE 

Argon of Cantee is a fan club for fans of Anne McCaffery's PERN 

novels. It is mentioned here not because APB staffer Patricia 

Munson-Siter runs this club, but because its quarterly newsletter, 

DRAGONWINGS, often includes articles on anime as "filler." The 
club 


has a small friendly membership from all over the country and 
sponsors 
a social apa to encourage communication among its members. Argon 


of 
Cantee is NOT associated with "organized" PERN fandom, it is 
completely independent. You can contact Argon of Cantee at the 
following address: 
Argon of Cantee 
P.O. Box 455 
Box Elder, SD 57719 
EDC ANIMATION SOCIETY (EDC) 
The demise of the old general C/FO in the summer of 1988 left the 
EDC 
—- founded in 1982 —- as the oldest continually active non-profit, 
fan-run national animation fan club in the US. The EDC publishes 
NOVA, a huge fanzine full of fan fiction and articles (much more 
fanfic than articles), twice a year -- in theory, about once a 
year in 
practice, although they are really trying to stay on schedule. 
The 


EDC provides free dubbing and access to (at cost) photocopies of 

synopses and scripts. The EDC has over ten very Loosely 
affiliated 

(in most cases) local groups around the country (which are not 
"APB 

Approved" do to lack of direct contact by the APB Staff). 
Membership 

in the EDC is currently $8.00 ($10.00 foreign) for two issues of 
NOVA 

—- even if that takes longer than a year. You can contact the EDC 


at 
the following address: 
EDC Animation Society 
P.O. Box 515942 
Dallas, TX 75251-5942 
FANS OF ANIMATION IN SOUTH TEXAS (FAST) 
When C/FO-San Antonio and C/FO-Austin pulled out of the general C/ 
FO 


in 1989, they combined to form this new group. Ben Dunn (of Ninja 

High School and Captain Harlock fame) has promised to publish a 
small 

monthly FAST newsletter (in addition to the annual membership 

directory) and the group has a small video library. FAST is 
currently 

trying to find its direction again as the founding officers (who 
did 

most of the work for the past five years) are all retiring (read: 

refusing to run yet again) at the end of July 1990. In Texas, 


FAST 
has meetings in San Antonio and Austin and FAST has an active 
chapter 
in Buffalo, NY. FAST is famous/infamous (depending on your point 
of 
view) for its very strict "No dealing with video pirates" policy. 
For 
information on FAST, write: 
FAST Information 
c/o Jack Thielepape 
809 Salem Lane 
Austin, TX 78753 


SDF-FORT WORTH 
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The SDF-Fort Worth is yet another non-profit, fan run national 
animation fan club based in Texas -—- this time in Fort Worth. 
SDF-Fort Worth publishes a bi-monthly newsletter called SDF-FILES. 
This zine averages 24 pages and is full of news, humor, translated 
manga reviews, fan fiction -- and occasionally serious articles. 
This 
zine is so silly that it cares a warning from the "Chief Protector 
Against Silliness" —- "Warning: The CPAS has determined that SDF- 
FILES 
is silly. Reading issues may be hazardous to your finally 
deve Loped 
sense of seriousness. Read at your own risk." If you like humor, 
this may be the club for you! Full membership is currently $8.00 


year. You can contact SDF-Forth Worth at: 
SDF-Forth Worth Animation Society 
c/o Mike Harris 
4928 El Campo #215 
Fort Worth, TX 76107 


Other Anime Fan Organizations 


Animated Fantasy Group, The Japanese Animation Fan Club 


George Rock William Chow 
12300 Sherman Way #A4 6067 Battison Str 
North Hollywood, CA 91605 Vancouver, BC V5S 3M7 
CANADA 
Animation/Fantasy Association, The 
695 West Inman Ave Japanese Animation Network 
[EDC] 
Rahway, NJ 07065 c/o Creigh Tompkins 
9056 W. Broad Str #308 
Animation San Antonio [APBSB] Turkernook Shopping Center 
4122 Tallulah Richmond, VA 23229 


San Antonio, TX 78218-3452 
Japanese Animation Society 


Anime Circle of Enthusiasts Jon C. Hughes 
Mark Keller 716@ Arcade Str 
25805 Calaroga Ave St Paul, MN 55109 


Hayward, CA 94545 
Japanimation USA 


Anime Club, The Todd Allis 

John Chen 2816 Sontiago Rd B 

400 E. 30th #201 Fullerton, CA 92635-2744 

Austin, TX 78705 
M.A.N.G.A,. 

Anime Club of Michigan [EDC] Ken Wolff 

P.0. Box 090262 412 Greene Ave 

Rochester, MI 48309-0202 Winnipeg, Manitoba R2K QM1 
CANADA 

Anime Connections 

Jo Amie Manasota Anime Group [EDC] 

4613 S.E. Rex Dr Mark Dmuchowski 

Portland, OR 97286 848 Ponderosa Pine Lane 


Sarasota, FL 34243 
Anime Fandom Organization 


Robert Simmions Michiana 
2525 N.W. 20th Str Jason Saylor 
Oklahoma City, OK 73049 4933 York Road 


South Bend, IN 46614 
Anime Hasshin 
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Lorraine Savage 
P.O. Box 132 
Warren, RI 02885 


Anime Keiken 
1816 Third Ave 
Arnold, PA 15068 


Anime Sacramento 
Laurine White 

5422 Colusa Way 
Sacramento, CA 95841 


Anime Vampires [EDC] 
Stephen Lin 

1741 Cloister Dr 
Richmond, VA 23233 


Anime-X [EDC] 
David Merrill 
3314 Ann Rd 
Smyrna, GA 30080 


Animated Film Association 
Jim Reddy 
4970 Isle Royal Ct 


[EDC] 


Stone Mountain, GA 30088 


Animezanai 

Brian Henderson 

809 E. 19th Str 
Santa Ana, CA 92706 


Ann Anbor Anime Organization 
Time Eldred 

31340 Tamarack #6313 

Wixom, MI 48096 


Austin FAST [FAST] 
Sarah Still 

4313 Steve Scarbrough 
Austin, TX 78759 


Michigan Japanese Animation 
Fan Club 

Bill Hupe 

6273 Balfour 

Lansing, MI 48911 


Neo-Dallas [EDC] 
Robert Jenks 

915 St Paul Dr #235 
Richardson, TX 75080 


North Bay Anime 

Todd McCullock 

1058 Eleanor Ave 
Rohnert Park, CA 94928 


Northwest Anime Society 
P.O. Box 68572 
Seattle, WA 98168 


Phoenix Japanimation Society 
Tom Perry 

3241 E. Alatadena 

Phoenix, AZ 85028 


Prince Planet Foundation 


David Merrill 
3314 Ann Road 
Smyrna, GA 30080 


Rocky Mountain Fanimation 
6325 Delmonico Dr 
Colorado Springs, CO 80919 


Saint Lious Animation Fandom 
Mike Eastman 

1681 Sherwood Forest Dr 
Florissant, MO 63031-1556 


San Antonio FAST (FAST) 
Ray Elliott 

2618 Nacogdoches #B226 
San Antonio, TX 78217 


Bay City Animation Group 
Mitch Glasner 

3259 Malcom Ave 

Los Angeles, CA 90034 


California Institute of Animation 
Randy Arnold 

800 E. Washington #219 

Colton, CA 92324 


Cartoon/Fantasy Organization 
Fred Patten 

11863 West Jefferson Blvd 
Culver City, CA 90230 


Santa Barbara Animation 
Appreciation Association 

P.O. Box 91729 

Santa Barbara, CA 93190 


Southern California Animation 
Network 

Lee Oeth 

4395 70th Str #21 

La Mesa, CA 92041 


Southern Cross [EDC] 
c/o Chad 
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Club Anime 
Melvin Jew 
2914 Triway 


[EDC] 


Houston, TX 77043 


Dayton Animation Club 
Rick Martin 
1120 W. Fairview Ave 


[EDC] 


Dayton, OH 45406 


Denver Anime International 
Paul Blair 
6900 E. Evans #135 


[EDC] 


Denver, CO 80224 


East Coast Gaming and 
Animation Society [EDC] 


3300 W. Park #1170 
Plano, TX 75075 


Space Battleship Artemis 
Mike C. Zalot 

506 Locust Ave 

Burlington, NJ 08016 

Space Battleship Iscandar 
Logan Wayfinder 

6271 Hill Str 

Ravenna, OH 44266 

Space Battleship Musashi II 
Joe Brubaker 


195 The Alameda 
San Anselmo, CA 94960 


James Altenburg Space Destroyer Nightshadow 
[EDC] 
585 Fountain Dr Lance Harlock 
Toms River, NJ 08753 1005 Mississippi 
South Houston, TX 77587 
FAST: Buffalo (FAST) 


Ray Barker Space Passenger Liner Titanic 
[EDC] 

227 Woodward Ave Michael Birchfield 

Buffalo, NY 14214-2313 6501 North Woodlynne Ave 


Tampa, FL 33614 
Greater Chicago Megazone, The 


D.B. Killings Valley Japanese Animation 
Society 

P.O. Box 59167 Lee Dunning 

Chicago, IL 60659-0167 15457 N. 38th Way 


Phoenix, AZ 85032 
Indiana Club 


Gary Weir Virgina Tech Animation 
Society 

359 E. Washington STR #211 L-3 Drapers Meadow 

Indianapolis, IN 46204 Blacksburg, VA 24060 

Inland Empire Anime West Coast Anime Pasadena 
[EDC] 

David Bliss James G. Lomax 

1575 Lillian Lane 615 Las Lomas Road 

Highland, CA 92346 Duarte, CA 91010 

JASFA 3-WA [EDC] 

William Brehn Jr c/o Thomas Van Hook 

1640 French's Ave 2900 Las Vegas Tr #2-120 

Baltimore, MD 21221 Fort Worth, TX 76115 


Japanese Animation Fan Alliance 
Jevelyan 

P.O. Box 2015 

Hermet, CA 92343-0300 


Anime APAs 


ANIME JINAI?! 
Anime Jinai?! is probably the best of the anime apas. It is 
bi-monthly and it averages 300 to 400 pages an issue. AJ?! is a 
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pleasant apa to be on and the interests of its members (most are 
older 
anime fen) cover everything from Jem to Transformers to shojo 
manga. 
Unfortunately, the wait list is long and people seldom drop out. 
Your 
author started out number 3 on the wait list and it took about 18 
months to get on the apa! For information on Anime Janai?!, write 
Anime House 
505-25 St. Dennis Dr. 
Don Mills, Ont M3C 1E6 
CANADA 


APA-HO! 
Believe it or not, this ia a small apa devoted to Thundercats (and 
other less popular anime). It is published bi-monthly and is much 
more interesting than some of you anti-American anime bigots might 
think. If your interests include animation that isn't Japanese, 
check 

this one out. For more information, write: 

Liz Kopetz 

P.O. Box 111 

East Quoque, NY 11942 


BIRD SCRAMBLE 
This is an apa devoted to Gatchaman and Battle of the Planets. If 
you 
are a fan of these shows then this quarterly apa is something you 
might want to check into! This is another thick apa, although not 
usually as fat as Anime Janai?! For more information, contact: 
Carol Hoeke 
1818 Teasley Lane #803 
Denton, TX 76205-7780 


ENDLESS WARRIORS 
This quarterly apa is devoted to series like Saint Seiya, Samxrai 
Troopers, and Shurato. This is a good-sized apa and fans of these 
series would probably enjoy it. You can obtain more information 
from: 
Carol Hoeke 


1818 Teasley Lane #803 
Denton, TX 76205-7780 


SLASH: THE APA 

This semi-annual apa is devoted to slash fiction (mainly anime and 

manga, but not really restricted to that). '"Shash" refers to 
stories 

Or manga in which the sexual preferences of the characters are 
altered 

-- the term originated in Star Trek fandom with Kirk/Spock (say 
"Kirk- 

slash-Spock") stories. This apa is NOT for everyone —- it 
contains 

somewhat graphic descriptions and illos of homosexual activities. 

However, I saw a copy of the first issue and was highly impressed 


despite what you might expect this apa is not "Sleazy" at all. 
For 
more information: 
BAST 
2513 N.W. 34th 
Oklahoma City, OK 73112 


WELL OF SOULS 
This is a quarterly general SF/general anime/general manga apa. 
It is 
small and very friendly. As discussions of just about anything 
remotely relating to anime, manga or SF/F are welcome, it might be 


good apa to get your feet wet with! Adult material is allowed. 


interested, you can write: 
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Randall Stukey 
4122 Tallulah 
San Antonio, TX 78218-3452 


How to Obtain a Japanese Pen Pal 


If you did not already know, many of the tapes and much of the 

information the APB obtains and passes along comes from Japanese 
anime 

fans who many of our readers and authors have as pen pals. One of 
the 

first questions new anime fans seem to have is "How can I get a 

Japanese pen pal?" 


Obtaining a Japanese pen pal or two is not nearly as hard as you 
might 

think. The Japanese actually make it very easy. They have 
numerous 

"pen friend clubs" which are members of the Association of Pen 
Friend 

Clubs of Japan. If you send this organization a letter requesting 

information on how to obtain a pen pal, they will send you a 
brochue 

about the organization and an application (both are in English). 


The 
application asks such basic questions as your name, address, 
interests, age, peferred age-range of your pen-pals, and the Like. 
Of 
course, there is no no guarantee that you will get a pen-pal who 
is 
interested in anime (although most Jappanese of high school and 
college are at least somewhat interested in anime). However, this 
is 
a great way to make friends in Japan and to learn more about Japan 
itself. The address of the association is: 
Association of Pen Friend Clubs of Japan 
Hongo P.O. Box No. 100 
Bunkyoku, Tokyo 113-91 
JAPAN 
You need not worry about being able to communicate with a Japanese 
pen 


pal. Most of the younger Japanese have studied English for many 
years 

and their written English is generally very good to excellent. To 
be 

honest, I have never had any real trouble understanding what a 

Japanese pen pal was trying to say in a letter, while I have had 

trouble trying to figure out what some Americans (native English 

speakers yet) were trying to say in their letters. Oh, by the 
way, 


postage to Japan (Airmail) is only 45 cents per half ounce (as of 
June 
1990). 
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== USAGE NOTES == 


. Electronic Animation Velocity is copyright (c) 1989, 1990 by the 
Berk eorre Bureau and Randall S. Stukey. All rights reserved. 
a the APB reserves the right to reprint or to allow reprinting 
z this material in other not-for-profit fan publications and to 
provide 


not-for-profit article reprints, all rights are returned to the 
original 
artists and writers upon publication. 


Copying and Sharing Electronic Animation Velocity 


You are encouraged to copy this issue and give it to your friends 
and 
fellow anime fans subject to the following rules: 


1) The Electronic version of Animation Velocity may be freely 
up Loaded 
to BBSs and services like Compuserve and Genie provided that: 
a) no charge is made to download or otherwise access the 
file 
containing this issue, except for general connect time 
charges by the BBS or service. 
b) The file is not added to or changed in any way 
(exception: 
a different archiving method may be used). 


2) You may freely distribute the electronic version of Animation 
Velocity on disk under the following conditions: 
a) No charge whatsoever (other than the EXACT cost of a 
disk 
and the EXACT cost of postage -- no handling, service, 
or 
any other charges whatsoever) is made for the service of 
providing the copy. 
b) The file is not added to or changed in any way 
(exception: 
a different archiving method may be used). 

c) The file is not knowingly given to any person or 
organization who makes or attempts to make a material 
profit of any kind (money, extra blank tapes, etc.) from 
the production, sale, or distribution of unlicensed 
videotapes. 


3) A copy of this publication may not be sold or given away with, 
as 

part of, or in association with any other item or service for 
which you 

charge a fee of any type without permission in writing from the 
APB. 


4) Original copies of this each issue of this publication (and 
many 

other APB publications and anime-related files) will be available 
for 

Fidonet File Request (or for direct download) from San Antonio's 


best 
SF/Tech/Anime BBS, NUL (Fidonet: 1:387/255) modem: 512-692-0730 
(300/1200/2400/9600 HST). San Antonio is on Starlink! 


Reprinting Individual Articles 


Permission to copy individual articles (without change of any 
kind) that 

do not relate to club news and activities from this publication 
for 

NOT-FOR-PROFIT FAN DISTRIBUTION is granted, provided that proper 
credit 
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(to both the author/artist AND TO THIS PUBLICATION (including 

information on how to obtain it) is given and that our copyright 
notice 

("Copyright (c) 1989, 1990 by the Anime Publications Bureau and 
Randall 

S. Stukey") is printed either with the material being reprinted or 

clearly noted with the publication's own copyright notice (if 
any). APB 

requests two free copies of any publication that reprints our 
material 

(one for APB files, one for the author/artist), however, this is 
not a 

requirement. Prior permission must be obtained in writing from the 
Anime 

Publication Bureau if an entire issue is to be printed or if 
articles 

relating to club news and activities are to be reprinted. This 
blanket 

permission to reprint is NOT VALID for publications which are 
being 

produced for profit or potential profit (e.g. Animag, Anime-Zine, 

Animeplus, Protocuture Addicts, etc. however these publications 
are free 


to negotiate rights that do not interfere with the APB's retained 

reprint rights with the individual authors), for publications 
which do 

not publicly oppose unauthorized for-profit dubbing, or for 
publications 

which do not provide similar blanket permission for other not-for- 
profit 

fan publications to reprint their material. "Not-for-profit" in 
this 

paragraph means "sold at the cost of printing and postage only" 
with no 

money from the publication being put into club treasuries, the 
editor's 

pocket as payment for his work, or the like. 


Material from this publication may not be sold or given away with, 
as 

part of, or in association with any other item or service for 
which you 

charge a fee of any type (including "voluntary" donations) without 

permission in writing from the APB. 


Various Legal Disclaimers 


The various anime characters, series, and features depicted or 
mentioned 

in this publication are copyrighted and trademarked by their 
owning 

studios, publishers, and/or creators. Copyright to any 
translations 

published in this publication remain with the original copyright 
owner. 

No infringement of these copyrights or trademarks is intended. 


The Anime Publications Bureau is a not-for-profit organization 
whose 

purpose is to educate the public about animation and manga. No 
person, 

business, or organization receives any profit from this 
publication. In 

the unlikely event that this publication ever shows a profit 
instead of 

a loss, all profits will be used in the public interest. The 
opinions 

expressed herein are those of the individual authors and artists 
and do 

not necessarily represent the opinions of the APB, the editors and 
staff 

of this publication, or any other person or organization. The 
Anime 


Publications Bureau is an independent fannish organization. 
Neither the 

APB nor its operating staff have large sums (or even small sums) 
of 

money in the bank, own property, or have large insurance policies, 
SO 

Suing us if you do not like what we say or do will not get you 
anything 

other than large legal bills to pay, so instead of suing, just go 
out 

and produce a publication for fandom that you like better than 
ours! 

That's a much cheaper and more constructive solution... 


Although the information contained in this publication if believed 
to be 

basically correct, neither the APB, the APB staff, nor our authors 

accept any responsibility for its accuracy. Use of the 
information 

contained herein is strictly at your own risk. 
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There is no way to submit material for direct publication in the 

Electronic version of Animation Velocity, however, the APB 
we Lcomes 

submissions for the printed version of Animation Velocity (which 
are 

then reprinted in the Electronic version of the issue in 
question). 


Here is a copy of the current submission guidelines for the 
printed 
version of Animation Velocity. 


Editorial Address: 
Randall S. Stukey 
4122 Tallulah 
San Antonio, TX 78218-3452 
USA 


Fidonet: 1:387/255.150 


Introduction 


The Anime Publications Bureau is an independent, non-profit, fan 

publishing house. Although the APB works with FAST, the EDC, and 
other 

anime groups, it is not subject to control by any of these groups. 
The 

APB's goals are 


* to provide anime fandom with news and articles in a timely 
and non- 
profit manner through its quarterly fanzine, Animation Velocity. 

* to provide anime fandom with detailed information on selected 
animation series through its Series Reviews, again in a non-profit 
manner. 

* to provide a non-profit forum for fan writers and fan artists 

to 

express themselves through fanzines devoted to fan fiction and/or 
fan 

art. 


APB publications are all fanzines. While the APB tries to make 
them look 

as nice as possible in the very limited time and budget available 
to 

each publication, APB publications are not "professional" 
publications 

and do not claim to be professional! The APB does not have the 
money to 

hire translators ($40 to $60 an hour) or proofreaders ($10 to $20 
an 

hour), have color separations done, or have its publications 
offset 

printed by the thousands (especially when we are only going sell a 
few 

hundred at most) so that the per copy cost is low. Every APB 
publication 

is edited by fen, written by fen, illustrated by fen, and 


(generally) 

collated and stapled by fen in their spare time. Fen just like 
you. None 

of the editors, writers, artists, collators, etc. are paid a dime 
for 

their hours of hard work (in fact we have lost relatively large 
sums of 

money [$400-$900 a year] for the past 5 years printing this stuff 
—- and 

this does not even count purchasing computer equipment and 
programs used 

in these publications), so please cut them some slack when you 
find 

typos and formatting errors! 


Computer Information 


5.25 
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inch 360K MS-DOS disks and 3.5 inch 72@K MS-DOS diskettes. If you 
resents to a computer that can write to one of the above MS-DOS 
Per darian (all IBM compatibles and many Atari STs and Amigas can), 
7 really would prefer that you send your material in on disk. 


When sending material on disk, please send a self-addressed return 

mailer to we can send your disk back to you. And please, be sure 
to put 

your name on the disk label so we know who the disk belongs to! 


Text 
While we can, of course, accept text files in straight ASCII, we 
prefer 


them in one of the following IBM word-processing program formats: 
* WordPerfect 4.2, 5.0, or 5.1 


* Wordstar 3.3, 4.0, 5.0, or 5.5 

* DCA format (Displaywrite, SAMNA Word IV, Wordstar 2000) 

* Microsoft Word 4.0, 5.0 

* Multimate 

* Other IBM word processor formats may be acceptable if Word 
for Word 


Pro can convert them to WordPerfect format. 


When submitting text on a computer disk, please follow these rules 
when 
you are entering it into your computer. They will make it easier 
for the 
editors to import your work! 
* Never use underlining or ALL CAPITALS (use italics or bold 
instead). 
* Leave a blank line between paragraphs and do not indent the 
first 
line of a paragraph. 


Pictures 
We can use picture files in any of the following formats: 
* Line Art: GEM, Autocad SLD, Lotus PIC, Mentor Graphics, 
Videoshow, 
MAC PICT, Postscript, CGM, MS Windows, and HPGL 
* Bit-mapped Art: GEM, HALO DPE, PC-Paintbrush, MAC Paint, and 
TIFF. 


The APB will be happy to accept pictures in one of these formats 
for the 

newsletter provided that the picture in question is either your 
own 

Original work, you know for a fact the picture is in the public 
domain 

(not just think or suspect or believe, but would be willing to 
stake 

your life on it), or you enclose the artist's signed written 
permission 

to use it under our standard terms. 


Animation Velocity Submissions Policy 


General Editorial Policy 

Animation Velocity is a fanzine, it is not (and will not try to 
be) a 

professional publication. It is edited by fen, written, by fen, 
and 

illustrated by fen. Fen just like you. So please submit something, 
we 


will print the best of what we get! While perfection is definitely 
required, a reasonable level of competence in writing or drawing 
= expected. As Animation Velocity is a large quarterly publication, 
> aie in need of more submissions -—- we have yet to have too 
many ! 


The APB staff will try to print articles on series and features 
that are 

of most interest to the readership. However, we can only print 
what we 

get! If the readership wants to see articles on Urusei Yatsura, 
Ramna 

1/2, and Bubblegum Crisis, but no one submits any articles on 
those 

topics, we simply cannot print them —- no matter how many letters 
of 
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complaint we get). If the only articles we get are on The Archies, 

Smurfs, and Pound Puppies, then those articles will probably get 

printed, regardless of their extremely low popularity among the 

readership. Again, we can only print what gets submitted, so if 
you do 

not like the articles we print, get off your duff and write 
something 

for us! A few of our readers seem to think that the APB staff 
should do 

all the translations and write all the articles as well as produce 
the 

quarterly issue of Animation Velocity -- all we can say is that we 
do as 

much as we can (to the tune of over 100 unpaid man-hours per 
issue) and 

Simply do not have time to translate and write everything too! 


General Rules 
1) Please do not send the originals of your work! Send only 
photocopies 
or disks. There are two reasons for this: 
* we hold submissions until we can use them, even if you send 
an SASE 
for the material's return, chances are about 99% that we will have 
lost 
it by the time we use the material. 
* the post office has a great record at losing items —- 
especially 
items that cannot be replaced. 


2) First consideration for publication of quality submissions will 
a ae subscribers. However, we can only publish what we get —- if we 
ie not get enough material from our readership, we'll print anything 
ea ere (unless they are a video pirate). We're not proud, we're 

desperate -—- did you know it takes 3@ to 5@ thousand words to fill 
issue of Animation Velocity?! 


3) Be sure to sign all artwork in a readable manner (and put your 
name 

and address on the back if you submit photocopies). Please put 
your name 

and address at the top of each page of an article. 


4) We will be happy to consider submissions that have previously 

appeared in other fanzines or apas —- but you need to tell us 
exactly 

when and where your submission has appeared when you submit it. 


5) The copyright to all articles and artwork is returned to the 
author 

or artist upon publication, however, the APB reserves the right to 

reprint the issue in which your art or article appeared, to use 
your art 

or article in future APB publications, to allow other non-profit 
fan 

publications to reprint your work so long as proper credit is 
given and 

to allow your material to be photocopied by various club archives 
for 

their members. If you are submitting someone else's work, they 
must 

agree to these terms in writing. By submitting your own work you 


are 
agreeing to these terms. 


6) Neither the APB or its staff take any responsibility for any 
submissions. For your own protection, please submit photocopies or 
disks, not your originals! (We cannot repeat this enough....) 


Articles 

1) On major articles (over 15 double-spaced typewritten pages), 
please 

inquire before submission so that the editors can work out format 
and 

final length with the author. (We'd like to work with the author 
instead 

of having to make radical cuts.) 


2) If you do not have access to a compatible computer, please 
consider 

sending long articles to one of the volunteer typists listed on 
the 
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first page of each month's issue of Animation Velocity. (If any, 
we 
currently are out of volunteers with PCs again!) 


3) We are looking for, first of all, informative articles on 
current or 

recent series, manga, or features/OVAs. However, we are not 
adverse to 

printing articles on older animation or manga, non-Japanese 
animation, 

Japanese history, culture, or mythology, anime roleplaying games, 
BGMs, 

etc. The series or OVA need not be a favorite of the APB staff for 
an 

article on it to be printed —- we will print articles on Urusei 


Yatsura, 

Bubblegum Crisis, and the like despite the fact that the APB staff 
does 

not find these things interesting. You just will not find staff- 
written 

articles on such series. 


4) If you want to arrange for your own artwork to accompany your 

article, that's fine with us. Just have your artist follow the 
rules for 

artwork submissions below and submit the artwork together with 
your 

article. 


5) Please identify -- completely and exactly -- the source of all 
non- 

Original material used in your article. If you cannot identify the 
exact 

source of a quote or an illo from a Japanese anime magazine or the 
like, 

we can't use it. 


6) Although this is a fanzine, not an English assignment, please 
try to 

follow the rules of English grammar. If you do not, the editor 
will 

correct your grammar (to the best of his ability). However, as the 

editor only knows what he thinks you meant to say, not what you 
actually 

meant to say, the end result may not be exactly what you were 
actually 

trying to say! In particular, remember when you write a synopsis, 
write 

it in present tense (as if it were happening at the very moment 
you are 

writing it down) not in past tense. 


7) If at all possible, send in your article on disk. But if you 
cannot 

do so, please type or neatly print your articles. Please double 
Space 

typewritten or hand-printed submissions and leave 1 inch margins 
all 

around the page. Never type or print your submissions in all 
capital 

letters, please! 


Trans Lations 
1) We welcome translations from Japanese anime publications 
provided 


that you completely and fully credit your source. 


2) Translations should be equivalent meaning for equivalent 
meaning, not 

"word-for-word". Most Japanese idioms and such make no sense when 

translated word-for-word! 


3) As far as submission format is concerned, follow the rules for 
articles above. 


Fan Fiction 

1) While Fan Fiction has never been all that popular an item in 

Animation Velocity, we are going to continue printing it in the 
zine. 

Short works of fan fiction that are based on a series or feature 
that is 

popular among the readership are most likely to be used. By short 
we 

mean short enough to be completed in one issues with about five to 
eight 

pages devoted to the story. Longer works should be submitted for 
one of 

the APB's planned fiction zines (see below). Humorous fan fiction 
set in 
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the Hotel Anime Universe is acceptable, but will be rewritten to 
conform 
to the history and background that Baka and Aho have set up. 


2) As far as submission format is concerned, follow the rules for 
articles above. 


Artwork 

1) All illustrations need to be black and white line art that will 

photocopy well (large areas of solid black shading tend to copy 
poorly). 


2) Artwork of all sizes (up to 8 x 1@) is needed, but smaller 
illustrations are more likely to be used as your average issue of 
Animation Velocity uses three to four times as many small illos as 


oi 

does large ones. Artwork will be reduced to fit if necessary —- by 

repeated photocopy (unless the art is on disk -- if so it is 
scaled 

automatically to fit the space available by the publishing 
program). 

Sorry, but a stat camera cannot be used —- each shot from a stat 
camera 

costs six dollars down here! 

3) Please sign your work with your full name (not just initials) 
and 


place the names of the characters, mecha, and/or the series, 
feature, or 

manga the illustration is based on near the artwork. If you have 
more 

than one illustration on a page be sure that someone who is 
completely 

unfair with the series in question cannot confuse the labeling (in 
other 

words be consistent, don't label one on the left, another on the 
right, 

and a third to the upper left)! If you do not provide this 
information, 

your illustration cannot be used. (If it is an original character, 
label 

it as such.) 


4) Do not send originals, send good, clear, high quality 
photocopies or 

send a scanned image (at 200 and 300 dpi, if possible) on disk. 
Please 

submit artwork flat -- do not fold it, the fold lines look 
horrible when 

the artwork is reproduced. 


Letters to the Editor 

1) The APB staff really wants to hear from the Animation Velocity 

readership! The only real joy the APB staff get out of producing 

Animation Velocity is reading Letters of Comment from the 
readership. So 

write us! 


2) Letters to the Editor should be typewritten or neatly printed. 
They 
should also be concise and include constructive comment. Letters 


of 

praise are always welcome (but may not always be printed). Letters 
of 

disdain will be printed if their points are valid. Rude and 
overly- 

sarcastic letters, however, will either be trashed (if the 
writer's 

points are valid) or printed and replied to in kind (if the 
writer's 

points are invalid). Letters listing typos and errors will 
generally be 


ignored as pointless —- the staff is too small and has to work too 
fast 

to have much chance of improving things. Comments deemed offensive 
or 

libelous will be edited out. Letters may also be edited for 
length, of 


course. 


3) Letters that are deemed to be offensive to, or unnecessarily 
harsh on 

our authors, our artists, and -—- especially -—- our translators 
will 

either be trashed or heavily edited. Our authors, artists, and 

translators are generally amateurs and are not being paid for 
their hard 

work -—- and they do not need to be taken to task for every little 
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mistake or for being less than perfect. A reader who feels that 
the work 

being done by the volunteer writers, artists, and translators is 
not 

good enough, should not waste time writing in and complaining —- 
he or 

She should instead write, draw, or translate something and submit 
it so 


we can all see by example how it should be done. 


4) If you feel that you simply must correct an important error of 
fact, 

please do so politely and without belittling the efforts of the 
original 

author (by commenting on his/her education, the fact that he/she 
is not 

Japanese, or....) 


5) Please do not bother to "correct" the transliteration of names, 

however. There is no one correct way to transliterate a proper 
name —- 

even different Japanese transliterate the same name in a different 

manner! We refuse to get involved in such silly arguments as 
whether 

transliterating the first name of one of Gundam's major as "Char", 

"Shah", or "Shaa'" is more correct. Such inane discussions have 
been the 

cause of too many hurt feelings in anime fandom over the years. 


6) Letters to the Editor need not be directly concerned with 
Animation 

Velocity. You can use a Letter to the Editor to speak your mind on 

anime, manga, or related topics. Just remember to be brief, 
complete and 

clear, and polite! 


Series Overviews 

APB Series Overviews are a complex operation. Access to a 
compatible 

computer is a requirement for such a large operation. If you are 

seriously interested in working on a major series overview, please 

contact the APB for more information! 


Fiction Fanzines 

@BodyFirst = The APB is currently working on three anime fanfic 
zines. 

The titles of these books are tentative but submissions are 
currently 

being accepted for both! (Follow the normal submission guidelines 
given 

above. ) 


Anime 3-X! 

Two submissions currently accepted 

Here's the place for your graphic X-rated and slash stories, 
poetry, and 

art (bawdy filk songs, too). The only requirement is that the 
material 


must be erotic and must be based on anime or manga. We hope to be 
able 

to get a good mix of erotica so that about 50% will be the type 
that 

appeals to males and the other 50% will be the type that appeals 
to 

females. Slash stories (stories where the characters sexual 
preferences 

are altered) are welcome! If you are a fan of the Japanese 
fanzines, 

Cream Lemons, etc., you know what we are looking for! 


Adventures in A-Space 

Four submissions currently accepted 

This zine will be devoted to fiction set in the A-Space of Hotel 
Anime. 

It will reprint the four currently existing Hotel Anime stories 
and 

hopefully will include stories by new Hotel Anime authors. If 
completed, 

a simple Hotel Anime RPG will be included so you can play out your 

favorite anime character's adventures in A-Space. Short humor 
pieces 

that are not Hotel Anime related are also welcome. 


Odd Tales of Animation 
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Submit something or we'll drop work on this one! 
We are looking for stories, poetry, filk songs, and art based on 
an any popular animated series, feature, or OVA for this zine. 
Bee ale is not really a "family zine," no "slash" or "heavy R" or "X" 
i naterial will be accepted. That means that you can have all the 
sex an 


extreme violence your story needs, so long as it takes place "off- 
stage". Material based on popular non-Japanese animation is 
welcome. 
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